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Avalon Hill Philosophy Part 47 



Let's start with our apologies for the lateness 
of the last issue. Doubtless a few of you 
experienced considerable delays in having your 
mail orders processed but we are finally shipping 
all of the new games. The problem was primarily 
the slow progress of Panzer Leader which threw 
more than one monkey wrench into our time 
tables. One production problem led to another 
and ruined our time schedule. Normal press and 
camera breakdowns were magnified in effect by 
the fact that we were putting seven games 
through the same production pipelines which 
normally service only two! The situation was 
made worse by the timing of management who 
picked this year as the time to come out with a 
novel line of stationary items which further 
reduced our available press and assembly time. 
The net result was that we simply didn't have all 
the games available when the orders started to 
come in. Most orders were filled promptly 
enough but the early purchasers of Panzer Leader 
— and to a lesser extent Thrid Reich, had a long 
wait for delivery. The problem was acute only in 
the case of those individuals who had answered 
ads in Scale Modeler as early as August. This ad 
was a mistake on our part and should never have 
been placed. The decision to place it looked even 
worse in light of the fact that Scale Modeler 
pre-dates their issues — their December issues 
hitting the newstands in October for instance. We 
apologize to those of you who had to stomach 
such an inordinate delay, but it hurt us more 
than you. The Elite Club plan was formulated 
with the idea of taking advantage of bulk 
shipments. When we had to mail 2 or 3 times to 
complete your order, we were losing money on 
the special discounts we offered you. Otherwise, 
the Elite Club and Mail Order Line have both 
been an outstanding success and now that all 
titles are in stock we're sure that you'll not find 
any fault with our Blitzschnell mail order service. 

Incidentally, should you see something that 
looks like an Avalon Hill bookcase game on a 
wild subject — don't swear off the bottle until 
you've had a second look. ,We are diversifying 
into other marketing areas and selling two "do-it- 
yourself" kits on (hold onto your hats) Witch- 
craft and Black Magic. These are extremely well 
packaged stationary gift items dealing with the 
pccult and selling for $14.00. They have no 
relationship to gaming other than their possible 
use as party entertainment. Our design staff 
played no part in this project; we are merely 
selling them through our distribution channels. If 
you would like to order these items as gifts we'd 
be happy to send them to you under our regular 
mail order policy. 



Despite selling more games in 1973 than in any 
previous year, Avalon Hill operated at a loss in 
1973. The prime reason was inflation which 
doubled and tripled our raw material and ship- 
ping costs. It got to the point where our profit 
margin was as small as 4$ per game on some 
titles. This is why we've had to do away with the 
slip cases on the bookcase games and cut corners 
wherever cardboard and paper were concerned. 
Although this will help it probably won't be 
enough. There is every indication we may be forced 
to raise prices in 1975 if inflation continues at 
the current pace. Completing your collection this 
year may save you money in the end. 



The Opponents Wanted section of the mag- 
azine continues to cause problems. We think 
we've latched onto a temporary solution by using 
the back of the Readers Response page for the 
overflow. However, we still have to be particular 
about what we'll accept in this vein lest we be 
buried in a deluge of ads. Over 100 ads were 
thrown out last issue due to sloppiness or 
content. We cannot allow advertisements that try 
to sell or trade games you've simply grown tired 
of. When such games are readily available new 
from reputable stores and mail order sources, we 
would be doing a disservice to the majority of 
the readership by printing these offers. We will 
print ads dealing with discontinued games that 
now enjoy Collector's Item status but only when 
accompanied by a 25<t token fee to ensure the 
earnestness of the offer. Regular Opponents 
Wanted Ads will continue to be printed at no 
charge. The "For Sale" ads which appear in this 
issue are holdovers from earlier issues in which 
we ran out of room. They will be the last ones 
printed without the 25<t charge. We trust this to 
be a viable solution to the problem for everyone 
involved. All that is sacrificed is the post card 
return system of the Readers Response items 
which we were dropping anyway. You'd be 
surprised how many people would cut out three 
different items, afix a 10<fc stamp to each, and 
mail them in rather than use just one stamp and 
an envelope. 

We continue to get orders for new rules to the 
old games. None of these are available yet with 
the exception of Stalingrad. Please wait for the 
announcement of their availability before or- 
dering these items. We are currently working on 
Blitzkrieg, Waterloo, and Bulge but none of them 
are available at present. 

Avalon Hill has finally decided to sponsor a 
wargaming convention in Baltimore. We believe 
that the hobby has finally grown to the point 
where such officially recognized gatherings should 
take place on an annual basis. In the past few 
years we've sent our staff to many of the various 
conventions around the country to observe the 
procedures and see what's involved in running a 
wargaming convention. So, in conjunction with 
10 talented members of Interest Group Baltimore 
we've launched into the project with much 
potential and higher expectations. Our site is 
among the best ever used for a wargame gath- 
ering. We have almost unlimited use of the Johns 
Hopkins University campus here in Baltimore 
including both food and lodging facilities. The 
services of the Professional Wargamer's Associa- 
tion have been obtained to run the chief tourna- 
ment — a $500 A.H. tournament which both 
PWA and Avalon Hill recognize as the official 
1975 National Boardgaming Championship. 
Players will be able to play any Avalon Hill game 
they can agree on but in all cases must be able to 
play Afrika Korps if unable to agree on any other 
title. The PWA will reserve the right to adjudicate 
any games which take an unreasonable amount of 
time and hinder the start of subsequent rounds. 
There will be a $5.00 entry fee for this event; 
$3.50 to PWA members. The PWA is known for 
its handling of cash tournaments in both live 
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The Pieces of Panzerblitz 



By Larry McAneny 




Panzerblitz counters are beautiful. Particularly if 
you have an older set with the red or black 
backings. They are bigger than most counters: no 
fumbling. They are easy to read. The gray and 
brown tones on the front have a vaguely historical 
flavor. Some of them come equipped with silhou- 
ettes. 

Some non-obvious beauties appear only after 
several games. The units move farther and more 
often and in more different directions than units 
do in other games. The units have a greater number 
of functionally distinct types than units in other 
games, and among the types the individual vari- 
ations are more complex. 

The complexity has two effects on my play: 
First, I am far more aware of the historical 
identities of my Panzerblitz units than I am of, say, 
my Bulge units; because in Bulge one 4-4 is the 
same as any other, no matter what regiment it is. 
But when I play Panzerblitz every unit has a 
slightly different factor. 1 am forced to learn their 
names just to keep me straight, I have to know, the 
game forces me to know, each of their weaknesses 
and strengths; and since I know a little military 
history as well, I find that all of a sudden the 
counters take on a life of their own, and I am 
following the fates of individual units, cheering this 
one on, holding that one back, mourning when one 
gets X'd out of existence. 

My wife doesn't understand this. 

In point of fact, it does sound a little on the 
twiddly side - but I've had a couple other gamers 
confess to the same feelings and I've observed the 
symptoms in a bunch who'd never confess. And it 
happens in other games, in naval games like 
Bismark (aren't you always just a little uneasy 
bringing the Hood into battle?) and in miniatures 
(cf. Featherstone), and in other land games (re- 
member the look on that Russian's face when you 
smashed his 7-10-4?), 

Here's the point: each wargame unit has an 
invisible psychological factor which affects the way 
the player thinks about and utilizes that unit. This 
is sometimes true for Bulge and five times as likely 
for Panzerblitz. And occasionally you can use that 
factor against your opponent. Occasionally. 

To repeat: Each Panzerblitz unit has a psycho- 
logical shading which affects the way you and your 
opponent think about it. 

The second effect of the complexity of Panzer- 
blitz units is the chess-like nature of play. This 
characteristic goes far to explain Panzerblitz's 



sustained popularity in the polls. There are five 
factors printed on a Panzerblitz counter, and one 
or more of them always implies some weakness, 
some vulnerability. To fill the chinks in each 
other's armor, the units must work together. As in 
chess, the essential concept of play is the combi- 
nations. No unit exists which is so strong that it 
can perform all necessary operations unaided. (Can 
that be said of Bulgel) 

As in chess, it takes a lot of thinking to put 
together a brilliant Panzerblitz combination. So 
you can spend all kinds of time thinking out your 
move, designing perfect defenses, concocting alter- 
nate attack plans . . . but, as in chess, unless you 
are a top-grade player you will risk alienating 
friends by slow play or, alternately, frustrating 
yourself when your grand schemes fall through. 

I advocate taking a loose-and-easy stand on 
Panzerblitz combinations. Your play will be slop- 
pier, you'll lose some games, but you may have 
more fun (and, I might add, a better simulation; 
strategic and operational commanders spend hours 
pondering their next move, but tactical com- 
manders haven't that luxury). 

In this kind of hip-shooting game you will have 
little time to think out combinations; so you must 
do your thinking earlier, before you set up. Then is 
the time to decide what units work together best, 
and how, and to what end; and if you go into a 
game with those problems resolved you will find 
that luck occasionally brings a smart-looking 
combination ready-made to your hand. 

Please don't misunderstand. I don't mean that 
cooperating units must be stacked together— that 
would be a little too Napoleonic-I simply mean 
that you must think of each piece as a part of a 
certain kind of fighting machine and that you must 
make sure that the other parts of that machine are 
available at the proper range, and not otherwise 
occupied. That is how a "combined arms" oper- 
ation works. 

Let me put my thesis in a nut shell: To make the 
best use of your Panzerblitz units you must 
consider not only the material factors printed on 
each counter but also a "social" factor— how they 
work together and occasionally a "morale" factor 
- what your opponent thinks of them. 

The Static Counters 

The static counters are the least interesting 
counters in the game. Most gamers don't even 



think of them as units. So naturally they tend to 
be decisive. None of them move, and they are all 
strictly defensive. The only use for them is to 
monkey with the normal terrain; to make pre- 
dictable paths for your enemy; to channel his 
attacks. 




1. Fortifications 

Forte: Defense factor. 

Foible: Movement factor. When you deploy a 

fortification it stays deployed. You can't retreat it 

if your enemy concentrates on it; you can't send it 

elsewhere if you misjudged the direction of his 

attack. Therefore, deploy carefully. 

Threat: Channelizing. Expect an enemy to go by 

some other path. 

Pals: Heavy artillery, inside the fort. An infantry 

unit outside helps to make things rough on close 

assaulters, [t also prevents vehicles from moving 

over the top of the fort. 

Natural Enemies: Heavy artillery supporting 

infantry assault. 

Probable Fate: Survival. You may lose one fort in 

a game; if you lose two, you are doing something 

wrong. 

Loss: Demoralizing. For 2 reasons; (1) When you 

lose a fortification you generally lose something 

else with it, possibly as many as three other units. 

(2) When you lose a fort you often lose a 

geographical advantage: The fort guards a crucial 

hill or bars an attack corridor. 

Deployment: Hilltop hexes. Covered positions are 

a nasty trick, since moving adjacent to forts in 

order to spot them is work for suicide squads. 

Uncovered positions are temporarily tenable, but 

eventually your opponent will master enough force 

to do you in. 




2. Blocks 

Forte: Permanency. There's no way your enemy 

can get rid of them once they are placed. 

Foible: Porosity. Eventually your enemy can move 

through a block. 

Threat: Channelizing, No one will move through a 

block if he can find some other way. 

Pals: Artillery, to give covering fire. 
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Certain Fate: Survival. 

Deployment: Roads in the open and as slope 
hexes. Don't put blocks on lateral roads between 
or behind your own lines. It louses up your 
communications and makes it hard to reinforce 
threatened sectors. 




3. Mines 
Forte: Attack factor. A sure 2-1. 
Foible: Movement factor. 
Threat: Channelizing. 

Prey: No one. Who's crazy enough to move into a 
minefield he can see? 
Range: hexes. 
Execution: Eternal dispersal. 
Pals: Artillery, Always cover your minefields if at 
all possible; you want to blow him away before he 
gets lucky and rolls a six. 
Enemies: Engineers. 

Probable Fate: Survival. Rarely does one get past a 
mine. Rarely can one destroy it. 
Loss: So what? No cost in victory points. No loss 
of face. 

Deployment: In the open if possible. Gullies are a 
particularly good place. Try to form continuous 
lines of mines and green hex sides. 
Historical Note: Mine counters haven't much 
glamour, but don't underrate them. The combi- 
nation of the mine and the hand-held infantry 
anti-tank weapon ended the blitzkrieg sometime in 
1942-3. The presence of 6 mines in your OB 
should be far more important than a half dozen 
Jgpz Vs. That's why scenarios 1 and 6 had to be 
rewritten. 




4. Wrecks 

Forte: Permanency. 

Foible: Cost to Deploy. 

Threat: Channelizing. On a road a wreck works 

more or less like a block except that you can 

deploy it during the game if you have the spare 

armored unit to sacrifice. 

Pals: Artillery to cover. 

Natural Enemies: None, 

Certain Fate: Survival. 

Loss: Impossible. 

Deployment: The damnedest thing about wrecks is 

that positioning often works against you. There are 

lots of helpful places for deliberate wrecks, on road 

hexes mostly; but those accidental wrecks left over 

from an attack you didn't quite calculate right are 

terribly annoying. Two wrecks, and a hex is 

forbidden to Russians; three wrecks and Germans 

can't stay there either. If you mix too much armor 

into your assault force you stand a good chance of 

making a second breastwork around your enemy's 

position. 



X 



Anti-Tank Artillery 

The Panzerblitz anti-tank gun is in a bad way. 
Historically, the advantage of the A/T artillery was 
that it was low to the ground and easy to produce. 
But here no real concealment is possible, and the 
A/T gun is worth as much as anything else in the 
victory conditions. An opponent is never surprised; 
he either goes around, if he is weak, or attacks, if 
he is strong. Accordingly the A/T guns are most 
difficult to deploy effectively. 




S. Russian 4SmmA/T 
Forte: Attack factor. 
Foible: Range. 
Threat: Channelizing. 

Prey: Vehicles. On the offense the Russian will 
have a lot of these weapons straggling along behind 
the tanks. Trying to find offensive tactics for A/T 
guns is historically weird and about the most 
difficult thing in the game. I have found 4 
offensive uses; (1) To count for units across some 
line in the victory conditions. (2) To guard 
exposed flanks of an attacking force. (3) To 
infiltrate the enemy line in halftracks or trucks and 
then deploy to delay retreat. (4) To surround and 
contain bypassed targets while the real warriors 
push on. Notice that the last 3 uses are really 
defensive actions as part of an offensive strategy. 
Likely Range: 1 hex. 

Expected Execution: About 1/3 chance of dis- 
persal. Most of the time the best you can hope for 
is to slow your enemy down a little. (I figure this 
category on the basis of Selective Attacks for fire 
weapons on the most common target. A combi- 
nation attack is rarely profitable and then only for 
large weapons firing on weak targets.) 
Pals: Infantry to ward off close assaults. Heavy 
artillery for covering fire. Trucks for "offensive" 
use. Carts for reserve. 

Natural Enemies: Infantry. With an A type weapon 
and a low defense factor, a lone A/T has little 
chance against infantry. 

Probable Fate: Death after a short delay. The first 
tanks to reach a 45mm may only disperse it, or 
may even be dispersed by it. But the infantry will 
surely close assault it when they come up, or a 
herd of tanks will overpower it. When you deploy a 
45mm, expect to trade it for a little time. 

Loss: Shruggable, 

Deployment: Woods hexes where the enemy is 
likely to travel. Not alone in town hexes — that 
quadruples vulnerability to tank attack. Don't 
bother deploying on hilt tops; this weapon hardly 
has the range to reach down the slope. 

1ST 




6. German 50MM A/T; Russian 57mm A/T 
Forte: Attack factor. 

Foible: Range. Better, but still inadequate. 

Threat: Channelizing. 

Prey: Vehicles. 

Range: 1 hex. 

Execution: 1 /2 chance of dispersal. 

Pals: Infantry and trucks. 

Enemies: Infantry, 

Fate: Death after a delay. 

Loss: Shruggable. 

Deployment: As 45mm A/Ts. 

Historical Marker: The German weapon is the 

5,0cm Pak 38, successor to the 3.7cm Pak 36 with 

which they started the war. The Russian weapon is 

late second generation A/T gun similar to the 

British 6 pdr. 

"A" 

7. German 75mm A/T; Russian 76.2 mm A/T 
Forte: Attack factor. 

Foible: Defense factor. 

Threat: Channelizing. 

Prey: Vehicles. 

Range: Either 1 hex or 5-6 hexes; seldom in 

between. 

Execution: Dispersal, with normal luck. 
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Pals: Forts if available, also mines and blocks. 
Infantry a hex or two in front. 
Enemies: Infantry. 
Fate: Death after a delay. 

Loss: Annoying. For the Germans especially, such 
a loss is tolerable but represents a definite decrease 
in fighting power. 

Deployment: Woods hexes on hill tops or in the 
flat. When the Russians are wealthy in artillery 
they might consider deploying a 76.2 mm A/T 
behind and above a 45mm A/T; the 45 will do the 
stopping/spotting and the 76.2 will do the heavy 
hitting. 

Historical Marker: The German weapon is the 
7.5cm Pak 40, big brother to the Pak 38. A good 
gun but too heavy. The Russian weapon is a 
puzzle. Aberdeen Proving Grounds has a number of 
specimens of 76.2 mm artillery, some labelled field 
artillery and some labelled anti-tank, all slightly 
different. But as far as I can tell from what I have 
read — there was really only one 76.2 gun- 
howitzer, a field artillery piece, and since this 
weapon served a dual purpose, the Russians built 
no anti-tank gun in this caliber. The German 
infantrymen called the gun a "Crash-Boom" and 
held it in some respect. 




8. German 88mm A/T 

Forte: Attack Factor and range. 
Foible: Defense factor. 

Threat: Pressurizing. The 88 tends to hinder 
movement in the enemy backfield and to lean 
pretty heavily on any concealed position: Once an 
88 is trained on you, you have to fear every 
potential spotter. 

Prey: Everybody. The 88 made its reputation as a 
tank killer, but it worked well against ships, planes, 
infantry, and artillery. Some gamers forget this and 
■save their 88s for the tanks alone. It's a mistake; 
the 88 is worth firing at anything it can spot. 
Range: 4-20 hexes. Whenever enemy infantry gets 
closer than 4 hexes, load up and move back. Being 
a German with an 88 is like being a tall boxer with 
long arms; you can hold the short guy off with a 
hand on his forehead while he wears himself out 
swinging at the air. Don't let him get close to you; 
he might land a punch. 

Execution: Against hard targets, a kill at close 
range and a dispersal at long range. Against 
infantry, half a chance to disperse out to 20 hexes 
- an 88 makes for a slow approach march. 
Pals: One halftrack, to get on and off hills in a 
hurry. Rifle platoons to do the spotting. On 
defense, fortifications, mines and blocks. 
Enemies: Russian infantry. When you see that the 
Russian has enough vehicle-borne infantry close 
enough to rush in and swamp you with troops, it's 
time to limber up. If you wait for the rush it'll be 
too late. 

Fate: Decided by battle. An 88 can be killed, but 
not quietly. A massive tank attack will kill, with 
high Russian losses. An infantry assault will also do 
it in, but then the German has a chance to pack up 
and get out, or to reinforce for a fight. 
Loss: Shocking. Because of its fame and high 
combat value, the German player may become 
depressed or disinterested after he has lost an 88. 
Then again he may not be historical; he may think 
88 is a turntable speed. But watch for the signs of 
shock anyway, and if you detect them attack 
harder, take a few more risks. You may be favored 
with a careless blunder or even a resignation. 
Deployment: Woods or town hexes, on hilltop 
hexes, if possible; wherever you find a long field 
of fire. 



PAGE 5 



Howitzers and Flak 



<r\ 



Historically, howitzers are the great killers, the 
weapons that do most of the blood letting. In the 
game this is not true - but most of the game 
scenarios take place away from the front lines, 
where the howitzers are at the disadvantage of 
their low mobility, entailing the smaller ammuni- 
tion supply which they can haul around and the 
resulting lower rate of fire. In the scenarios where 
the line has had a little time to consolidate the 
howitzer comes a bit more into its own. (cf. 
scenarios 5, 8, 12) 

Flak is a anomaly. There are no Sturmaviks in 
Panzerbtitz, so flak can never be used in its primary 
role. In effect the flak units are converted to 
howitzers and operate in the same manner - a use 
which made the real-life flak commanders tear hair 
out by the handful. In the German army particu- 
larly, the anti-aircraft people had to battle con- 
stantly to retain or regain their weapons for air 
defense. 



9. Russian 12.7mm MG j 2 T 

Forte; Attack factor. Large for a small cheap 

weapon. 

Foible: Weapon class. An '[' weapon can't do much 

against tanks. 

Threat: None. Most likely no opponent will give 

the presence or absence of this unit a second 

thought. 

Prey: Infantry. 

Range: 1-6 hexes. You might as well let an 

attacking German come get you; saving the piece is 

a waste of time and effort unless every other unit 

has already been evacuated. 

Execution: Half a chance of dispersal. 

Pals: Infantry and one class "A" weapon. The 

12.7mm is an infantry support weapon, and should 

be sited above and behind the infantry with at least 

one A/T stacked with it or close by to ward off the 

tanks the 12.7 can't hit. 

Natural Enemies: Tanks. 

Fate: A quick death if attacked. The best you can 

hope for is that this unit will block an important 

hex for a crucial turn. If it does, don't badmouth it 

for dying. "De mortuis nil nisi bonum." 

Loss: Shruggable. 

Deployment: A good place for this weapon is on 

the shoulders of a main artillery position. For 

example: with a heavy artillery piece on 1M4, you 

might site a 12.7 on INS overlooking the woods 

where an infantry attack is likely to come. 

Historical Marker: Is this weapon the U.S. .50 cal. 

Browning machine gun shipped to Russia as part of 

Lend-Lease? Or is it one of those ghastly, wheeled 

machine guns the Red Army was always lugging 

about? The poor mobility would imply the latter. 




10. German 20mm 

Forte: Range. 

Foible: Movement factor and defense factor, as 

always with artillery. But the weak attack factor is 

the real problem. 

Threat: None. 

Prey: Transport and transported units. Note that 

the attack factor is just big enough to do in 

anything being carted around. Your opponent may 

not lose much that way, but he will have to be 

careful to run from cover to cover within your 

range. And of course this is a good unit for adding 

that last factor needed for a 4-1. 

Range: 1-10 hexes. Not worth moving. 

Execution: Kill — if you get to shoot. 

Pals : Trucks for offense. A/T for defense. 

Enemies: Tanks and Infantry. 



Fate: A quick death. Possibly without firing an 

effective shot. 

Loss: Shruggable. 

Deployment: As with all weapons in the category 

of artillery: towns, woods, forts only. Never in the 

open. The simple 20mm is another good weapon 

for the shoulders of a heavy artillery position. 




1 1 . German 20mm quad 

Forte: Attack factor. This is not the same weapon 
as the single 20mm. Twice the number of 20mm 
barrels more than triples the attack factor. 
Foible: Defense factor. 
Threat: Pressurizing. 
Prey: Infantry. 
Range: 4-10 hexes. 
Execution: Dispersal half the time. 
Pals: Trucks. The A/T gun which the single 20mm 
needs is not necessary here because the greater fire 
power of the quad is a protection in itself. 
Enemies: Russian Infantry. Against a close assault 
you will not have the chance to intensive fire. 
Fate: If attacked by infantry, a quick death. If 
attacked by tanks, a possible Parthian shot, pro- 
viding you use the intensive fire rule. (I recom- 
mend it.) A single T-34 may still cost you the 
quad, but the quad will take the T-34 with it when 
it goes. Large H class weapons tend to be vindic- 
tive. 

Loss: Annoying. There wilt be a gap. 
Deployment: This weapon is heavy enough for a 
main artillery position. It can serve as the principle 
armament of a fort. 
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12. German 75mm Howitzer, 
Russian 76.2 Howitzer 

Forte: Range. 

Foible: Attack factor. Never enough. 
Threat: None. 

Prey: Transports and artillery. Another good 
weapon for factoring up to 4 to 1. 
Range: 1-12 hexes. Unless you have ample ad- 
vanced warning of an attack these weapons are too 
small and cheap to worry about limbering up and 
rescuing. Since they are the last thing anybody 
worries about saving, they will often fight until the 
enemy gets right up to the gun barrel. 
Execution: Dispersal half the time. This makes it 
wasted effort to shoot at transported units if you 
don't suspect your enemy of wanting to dismount 
them right away. 

Pals: Carts for reserve; Trucks, for offense if you 
have plenty. A/T guns. 
Enemies: Tanks and Infantry. 
Fate: A quick death. 
Loss: Shruggable. 

Deployment: Shoulder positions. If you are using 
these howitzers with carts or trucks as a reserve, I 
suggest placing them to one side of your enemy's 
advance rather than to his front — leave that to the 
infantry and the A/T guns. 

Historical Marker: The Russian weapon may be the 
"Crash-Boom" again in its other incarnation or it 
may be an antique short-barrelled infantry gun. 
The German weapon is either the 7.5cm leIG 18 or 
the 7.5 cm leFK 18, probably the latter, since the 
infantry gun would presumably have a little better 
movement capability. 




13. German 150 mm Howitzer 

Forte: Attack factor. 

Foible: Range. Rather short for an artillery piece 

of this caliber. 
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Threat: Pressurizing. 

Prey: Russian infantry. 

Range: 4-12 hexes. 

Execution: Dispersal half the time. 

Pals: A halftrack or a truck. 

Enemies: Russian Infantry. 

Fate: At the hands of infantry, a quick death. 

Faced by tanks, a Parthian shot. 

Loss: Damaging. 

Deployment: This unit is hard to use effectively 

because its short range and low mobility make it 

vulnerable to enemy attack, white at the same time 

the attack factor is a little too large to allow a 

cheerful sacrifice. In a static situation it makes a 

good mobile reserve — large enough to add some 

real weight to the threatened sector, with the 

added attraction that the range will be reasonably 

constant. 




14. Russian 122mm Howitzer 

Forte: Attack factor and range. Each as good as 

that of any other Russian unit. 

Foible: Defense factor. 

Threat: Pressurizing. 

Prey: German infantry and tanks. 

Range: 4-20 hexes. 

Execution: Kill. You might even try Combination 

Attack with a unit this size as a delaying tactic. 

You can hope to disperse a stack of German 

infantry every other turn. 

Pals: Russian Infantry well ahead to spot. This is 

true for offense or defense. Tanks can spot also if 

the target is worth the risk. 

Enemies: Infantry. 

Fate: Decided by battle. Life or death after a 

whopping fight, which the value of the piece forces 

the Russian to make as soon as he notices the 

danger. Expect him to reinforce if he can. 

Loss: Shocking. This unit is a big eye-catching unit. 

A Russian player is likely to put it at the core of 

his defense. So if he loses it, his defense breaks 

down a little and so does he. When the Russian is 

on the offensive I suppose the shock reaction 

would still apply; but 1 have never seen it, because 

few Russians would care to move a piece of this 

size far enough forward to face serious risk. 

Deployment: The main artillery position: the 

woods hex on the hill crest with a wide field of 

fire. Fortified if possible. 

Historical Marker: Why can't these big batteries use 

indirect fire? Surely they had the equipment. 

Mortars 

When I talk about mortars I always assume that 
the Indirect Fire Optional is in effect. Otherwise 
mortars would be like any other artillery, and CPs 
would be a useless liability, as they are in scenario 
I. The beauty of the mortar is that it is a high 
trajectory, low velocity weapon small enough to be 
hauled around easily and capable of hitting targets 
without exposing itself. 
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15. German 81mm, Russian 82mm Mortars (both 
motorized and foot) 

Forte: Movement factor. These units are the only 
artillery units which can move around on their 
own. Their range is also very good for their size. 
Foible: Attack factor. 

Threat: None. The small mortars are like sniper's 
rifles firing from hidden positions. If the enemy is 
going to overlook any unit, it's likely to be a 
mortar. With their ability to change positions 
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constantly, and their relatively long range, it's a 
strain to keep track of the field of fire of an 
enemy's mortars. 

Prey: Transport and transported units. It is alto- 
gether too easy to forget when there is an infantry 
counter loaded under the tank counter which has 
ventured out from cover. That infantry counter 
becomes a perfect mortar target. A mortar is also a 
good weapon for factoring up to odds. 
Range: 3-12 Hexes - but most of the shooting will 
be done at the longer ranges. The small mortars need 
not limber quite so soon as other artillery, because 
they can often retreat a hex or two to the 
protection of another unit. 

Execution: Dispersal. A second unit usually will be 
necessary to make the kill. 

Pais: CPs and a truck. Infantry, to keep enemy 
infantry at bay. Mortars get along well stacked 
with or close by a larger artillery piece: The mortar 
provides an all-around defense and can contribute a 
last factor that will up the odds on the larger unit's 
attack. 

Enemies: Infantry, Tanks don't pose as much of a 
problem, since the mortar has a chance to retreat 
before an adjacent tank may fire. 
Fate: Killed if caught. But often these little 
artillery pieces will be surprisingly tough, able to 
retreat one or two hexes before they are finally 
cornered. And most of the time they can count on 
a larger unit intervening to save them. Less mobile 
artillery does not have this safety margin. 
Loss: Shruggable. 

Deployment: Mostly hilltops - Never alone in 
towns, as they quadruple vulnerability to class A 
weapons and are hard to retreat out of as well. 
With a CP unit in hand the possibilities of 
deployment are marvelously increased. Any posi- 
tion hidden from the enemy will do: Woods on the 
ground level, gullies, reverse slopes. Hidden clear 
terrain is temporarily possible, but not wise if the 
enemy has any armored vehicles at all. 
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16. Russian 1 20mm mortar 

Forte: Attack factor, Range. 

Foible: Defense factor. 

Threat: Pressurizing. 

Prey: German infantry. 

Range: 4-20 hexes. 

Execution: A kill half of the time. 

Pals: CPs, a truck for the offensive. Infantry and 

tanks to the front to spot. 

Enemies: German infantry. 

Fate: Decided by battle. Another fine Soviet 

artillery piece, much better than the German 

weapon, which Ivan will have to put up a fight for. 

Loss: Damaging. Almost shocking, but mortars 
don't get much glamour. 

Deployment: Main artillery positions. There's not 
much point in kidding around with this piece in 
gullies and such, even if you do have some CPs. 
The Russian is often artillery-hungry, and finds the 
120mm mortar a handy direct-firing companion 
for the 122mm howitzer. If he wastes a large 
weapon in an indirect-fire position, his chances for 
interlocking fields of heavy fire are much de- 
creased. 

Historical Marker: If you design your own sce- 
narios, you should plan to have a 1 20mm mortar in 
half of them. When the Russians were almost 
overrun in 1941 they lost much of their artillery; 
the big mortar — cheap, simple to design and to 
operate, quickly emplaced and potent - became an 
essential portion of the Soviet artillery arm for the 
rest of the war. 



17. German 120mm mortar 

Forte: Range. 

Foible: Attack factor - not quite big enough. 

Threat: Pressurizing, 

Prey: Russian infantry. 

Range: 4-20 hexes. 

Execution: Dispersal half the time. 

Pals: A truck or halftrack; tanks or infantry 

forward to spot. And CPs, of course. 

Enemies: Infantry. 

Fate: The quick death or the Parthian shot. A fight 

for this unit's survival is unlikely. If the German 

has many other units, he will probably have a 

Wespe or a Hummel, making the mortar less vital. 

If he has only the long range mortar, his force will 

probably be too small to allow a fight. 

Loss: Damaging. Particularly when this unit is the 

German's only major artillery piece. 

Deployment: On defense, a good reserve unit. On 

offense, a fine unit for deploying in static positions 

to hold a door open or to destroy an opposing 

artillery piece once it is spotted. 




18. CPs 
Forte: Range. 
Foible: Movement factor and defense factor. One 
would think 6 guys and a radio could move around 
pretty well, and conceal themselves well, too. 
Threat: Pressurizing. It is not pleasant to have 
someone watching your every move. 
Prey: Anybody, but mostly soft targets. 
Range :Onacleardayyou can see forever. 
Execution: Depends on the type and number of 
weapons tied to the system. 

Pals: A truck or halftrack. SPA's and mortars. A 
large A/T gun deployed close by is also very 
helpful. 

Enemies: Infantry and tanks. 
Fate: A quick death if alone. Otherwise the unit's 
fate rests on the outcome of the battle for the 
position. 

Loss: Shruggable (?!) A CP has no glamour at all. 
Actually with its capability for tying widely 
separated weapons into one system, and its high 
victory point value in some scenarios, the loss of a 
CP ought to be considered more damaging - but 
nobody ever seems to feel that way about it. 
Deployment: Covered hilltops with good views. 
The historical positioning is forward of the artil- 
lery, and there is some merit to this disposition in 
the game, particularly when tied in with SPA's, 
which can't use the CP at short ranges. CPs are 
easily destroyed if caught alone, but then the 
enemy has still to deal with the gun itself. In 
effect, a forward deployment gives the gun two 
lives. A position in the rear has its merits also: The 
vulnerable CP is protected, and the mortar or SPA 
may move forward in dead ground to extend its 
range. 

Historical Marker: Judging by function, these CPs 
are really OPs. Whoever named them deserves KP. 
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The infantry unit is the most economical engine 
of war which can be built from the raw materials 
of conscription. Everything else requires a lot of 
time and fancy hardware. Remember this if you 
design your own scenarios, and don't burden the 
board with a plurality of tanks. 

The odd thing about infantry is that while it 
seems vulnerable, being composed of soft-fleshed, 
unarmored humanity, it is really the toughest force 
available. When the front solidifies it takes infantry 



to blow it apart again. When a strong point holds 
out, it is wasteful to send the tanks toward it; 
infantry will be cheaper and possibly more ef- 
, fective. And when ground has to be held the best 
holders are infantry. Panzerbliiz shows all this 
rather well, and also the chief defect: Infantry is so 
slow. Even when you carry your troops on trucks, 
it takes a while to rally the boys and mount them. 




19. Engineers 

Forte: Unit type. That horizontal E is far more 
valuable than any of the factors, because it allows 
the deadly increase of effectiveness in close assault 
that is an engineering specialty. 
Foible: Attack factor. Too small when the unit is 
alone. 

Threat: Mobilizing, most of the time. That is to 
say, when you see an engineer unit in company 
with infantry approaching your position, the 
tendency is to move out so that the close assault 
which is coming will have no target. Now, some- 
times the opposite will occur, and the threat will 
be Antagonizing: An important artillery unit, say a 
Russian 122mm, will be caught unlimbered by a 
close assault force assembling under cover two 
hexes away. If the Russian unit limbers, both it 
and its transport will die in the attack. So a 
desperate Russian will bring in something nasty, 
like a Guards company, to bolster the close assault 
odds and provide a counterattack. In this case, 
instead of producing a retreat the threat of a close 
assault will produce a terrific fight. You can judge 
which will happen by the value of the immobile 
unit threatened. 
Prey: Artillery. 

Range: Adjacent. Close assault is the preferred 
weapon for infantry. You aren't bugged by types, 
ones can be Heaven, and if the thing doesn't work 
you can try a bit of spotting next turn. A close 
assault by engineers against a unit in the open is as 
good as a tank attack. 

Execution: Dispersal is certain, an eventual kill is 
likely. 

Pals: Fellow infantryman, plus a fast tank or 
halftrack to ride on. 
Enemies: Artillery and assault guns. 
Fate: Blown away by fire. Engineers are a prime 
target, and always seem to be the first to go, 
particularly Russian Engineers, who are not much 
weaker than German Engineers in concrete terms 
but are a good deal weaker in relative terms. 
German Engineers are the strongest of the German 
infantry units, and so in a stack they have some 
protection from selective attack. Not so Russians, 
who are almost the weakest of their kind. 
Loss: Damaging. Sometimes one badly needs engi- 
neers, especially where minefields are encountered; 
in those special situations the loss of an engineer is 
a hard blow. 

Deployment: Infantrymen love woods, and engi- 
neers love being close to other infantrymen. Don't 
put engineers in towns, and don't leave them alone. 
An engineer and a few infantry in trucks make an 
excellent reserve for defensive positions — a real 
hole plugger. 



20. German Security and Russian Reconnaissance 
Units 

Forte: Defense factor. 

Foible: Attack factor. 

Threat: Mobilizing. 

Prey: Artillery. 

Range: 1 hex. I've never found the German range 

factor to be any significant advantage for security 

units. 

Execution: Dispersal half the time. 
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Pals: Artillery, to shoot whatever these units spot. 
Tanks make pretty good transport; these units 
aren't much more vulnerable riding on a tank than 
footing it. 

Enemies: Tanks and larger infantry units. 
Fate: Blown away by fire. 
Loss: Shruggable. Expendable units. 
Deployment: On offense, spotters to be directed 
against the enemy's secondary artillery positions. 
Good sacrifices for overburdening. On defense, 
best place these units with important artillery 
pieces to give a little protection against close 
assault. 

Historical Marker: Both these units are curious. 
The Germans used a hodge-podge of new recruits, 
veterans on leave, foreign volunteers, and local 
levees for security; [ suppose Panzerblitz security 
units are vaguely representational, in that they are 
weaker than front line troops. The Russian recon- 
naissance troops were often an elite group; but in 
the game reconnaissance is not really necessary, 
since both terrain and enemy positions are known. 
So the Russian elite troops wind up looking much 
like the German second line: just weaker infantry. 
The arms of both units appear to be the same as 
the arms of more powerful units on their respective 
sides, and it is not clear to me why the ranges vary. 
Perhaps the ranges of all the infantry units in the 
game are a sort of average, depending on the mix 
of automatic weapons and rifles. 
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21 . Russian Rifle and Guards Companies 

Forte: Defense factor. 

Foible: None beyond the general disadvantages of 
infantry. 

Threat: Mobilizing/ Antagonizing. 

Prey: Artillery. German infantry platoons. 

Range: 1 hex. The Guards Might have a rare chance 

to fire at full range now and then. 

Execution; Dispersal. 

Pals: Trucks and tanks for transport. Artillery to 

his spotted units. 

Enemies: What, me worry? 

Fate: Occasional dispersal. Except when these boys 

tangle with a Wespe or a Hummel, they can expect 

to survive the game. Of course an oversight can 

always lose you one if you expose the unit while 

being transported. 

Loss: Annoying. It would be damaging, except the 

Russian has such a store of these that losing one is 

not that serious. Still, they are hard to move up to 

the front, so the Russian would be advised to keep 

track of how many he has lost. If it is too many 

the Russian will be hard put to attack or defend. 

Deployment: Almost anywhere. A superb unit for 

a static line. In advance against weak German units 

with little armor it is feasible to move right out 

into the open — but calculate the German's 

strength carefully. Mess up, and the infantry will 

be shot up by a battery of Wespe's or crushed in a 

multiple overrun. In a retreat one of these units 

makes a dandy road block, holding out for a 

couple turns even when surrounded. The Guards 

may die but they never surrender. 

Historical Marker: The flesh of the Red Army. 

Tanks are only the bones. Too often in "Scenario 

13" the Russians go into battle with the skeleton 

of a giant. 



22. German Rifle Platoons 

Forte: Defense factor. 

Foible: Attack factor. Not enough to do battle 

with a Russian company, as they are often asked to 

do. 
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Beyond Situation 13 



MORE PANZERBLITZ SCENARIOS 
by 2nd Lt. Robert D. Harmon 



PANZERBLITZ has inspired a rash of "Situ- 
ation 13" variants, many of which have appeared 
in this magazine. Many of these variants - to call 
them what they are — have required the players 
to make counters; the Orders of Battle often look 
like they've been drawn from a revolving drum. 

Here, we offer twelve situations - something 
for everybody. All are reasonably plausible: all 
are geared to one set of counters - they're ready 
to be played. The "mini-game" concept In Situ- 
ation 19 consisting of 10 or less units per side, 
played on one board in 8 turns or less was first 
suggested by Randy Reed but the situations are 
those of Robert Harmon, 




Situation 18 in particular proved useful in 
conducting tactical exercises in Lt. Harmon's 
ROTC unit. They adjusted it to utilize US Army 
tactical doctrine and superior commanders iso- 
lated in separate rooms connected only by field 
telephone. 

Suggested rules for all situations: 12. 7mm 
MG's may fire from inside halftracks providing 
neither unit moves during that turn. Also, CP's 
may spot from halftracks but cannot move on 
the turn they spot for indirect fire. 



PanzerBlitL 
Situation 14 



Map Configuration 



GERMAN REAR AREA RAID: WESTERN BYELORUSSIA 
(9/441. During and alter the great 1944 offensives, there would bv 
periods when no stable, eiear y-defined front existed. A German 
reconnaissance battalion (reinforced) has penetrated Russian lines 
and is nfiw in striking distance of a Soviet army headquarters. 
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RUSSIAN FORCES 



The Russian CP represents army HQ (it can still spotr; the recon 

companies represent hastily -mobilized HC personnel (clerks,, cooks, 

etc.). 

Enter East edge of Board 1 on Turn 1 : 
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GERMAN FORCES 



Enter Wast edge of Board 2 on Turn 1. 
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VICTORY conditions: 

Award each side the following points for destruction of units: CP: 
12; recon: 3; AFV leKcluding halftracks): 2; all others: 1. Double 
the Russian total and compare to the German total — the side with 
the most points wins. 
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PanzerBlitz, 
Situation 15 



SOVIET REAR AREA OPERATIONS: MORSHANOVO- 
DIAGLEVO REGION. VYAZMA SECTOR (10/2/42). In early 
1942, numerous Russian units, were cut off in the confused fighting 
around the German stronghold of Vyazma. The 1st Cavalry Corps 
and the 8th Airborne Brigade, two such units, managed to evade 
their pursuers and return to Russian lines in the early summer of 
'42. They owed their survival to the co-operation of partisan forces 
and to captured German supplies. 



Map Configuration 



# 



Elements of the Bth Airborne, supported by cavalry-corps and 
partisan formations. Recon & wagon companies represent Russian 
partisans. These may disband anytime during the game when it is 
not within 5 hexes of any German, unit, end be regarded as 
evacuated* No unit may reassemble once disbanded. No other units 
may disband, ^^ Jjm 1 Qn Nof|h ^^ 
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On Board; one each within 3 squares of any 
5 villages: 

VICTORY CONDITIONS: 
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Award Russians 16 points for capture and evacuation of CP. Award 
each side points for destruction of units as follows; AFV's (ell) and 
recon; 2 points each; all others (including CP): T point each. Double 
the German total and compare to the Russian's. Side with most 
points wins. Russians can leave board by East or South edges. Any 
Russian units not evacuated or disbanded by end of game are 
considered eliminated for victory purposes. 



The German CP represents the HQ. and supplies of the 5th Panzer 
Division, The CP may bo captured by CAT attack (X or DD if 
previously dispersed). Upon capture, replace with 1 Russian CP 
counter which may not spot in any manner but can be transported 
normally. The Germans can recapture the CP in the same manner. 
Prior to its capture by the Russians, the German CP may spot for 
indirect fire. 
In Golod, Adski or Grabyosh: Bednost: On Board in Opustoschen ia; 
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Threat: Mobilizing, 

Prey: Artillery. 

Range: 1 hex or 5-6 hexes. German riflemen have 

rather a dandy range; if you are looking for that 

last attack factor, don't overlook your rifles. 

Execution: Dispersal half the time. But that means 

a kill if Wespe and Hummel are around. 

Pals: Tanks, not only as transport but as a bolster 

to defensive power. Other German infantry. And 

of course, the SPA's. 

Enemies: Russian infantry companies. And 

SU-152's. 

Fate: Blown away by fire — from heavy artillery 

only. German rifle platoons can hold out a long 

time in a sea of Russian tanks, but when the 

Russian infantry comes up expect to be dispersed 

immediately and eliminated a turn or two later. 

Loss: Damaging. German infantry are seldom 

many, and often they are vital to any counter- 



attacking or defensive blocking functions. 
Deployment: In wooded areas, blocking roads. Not 
in towns alone. 

Historical Marker: Some players mistake the 
quality of German infantry. 1 have said that the 
foible is the attack factor; but that is not strictly 
true: The real flaw is the three little dots over the 
infantry symbol. German platoons are simply 
outnumbered 3-1 by Russian companies; players 
who do not take unit size into account do the 
German rifle units grave injustice. To see how good 
they really were, stack three units together to 
make a company. You get a unit like this: 
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PanzerBlitz* 
Situation 1 6 



Map Configuration 



GERMAN ARMORED OFFENSIVE: CENTRAL POLAND 
(12/44!. A hypothetical situation. Hitler comes to his senses and 
cancels the Ardennes offensive, ordering the units involved to attack 
the Soviets instead. Situation depicts a German Pz. Division 
colliding with an advancing Russian tank carps. 
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RUSSIAN FORCES 



Runian Tank Corps sets upon Board 1 . Russian sets up first. 
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Award German 2 points for each armored unit {excluding halt- 

tradcsl- off the East edge, and 1 point for every other unit so 

removed. 

Award Russian 2 points for each unit on Routs 61 at the end of th»- 

game. Highest point total wins. 
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GERMAN FORCES 



Elements of the 1st SS Pz Division enter Turn 1 on West edge. 
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PanzerBlitz. 

Situation J 7 



POCKETING ACTION: VISTULA RIVER LINE (13/1/451. With 
the start of the Russian offensive on January 12, 1945 break- 
throughs were achieved all along the Vistula River with the aid of 
massive artillery barrages. Intact defending units, as in all over- 
whelming offensives, often found themselves in danger of encircle- 
ment. In this situation, a German recon battalion races to safety 
with disordered Soviet mobile units in hot pursuit. 
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GERMAN FORCES 



German enters on East edge, turn 1 . 
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Award German I point for each unit moved off North, South, or 

West edge of board 1 . 
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When you have plenty of infantry units to go 
around, I recommend maneuvering in companies 
rather than in platoons. This is a little clumsy, 
since you have to break the company up to 
transport, and the Germans can never put as many 
men into a single hex as can the Russians; and to 
make matters worse the company is always vulner- 
able to piecemeal destruction - but not by close 
assault. In an infantry action alone between equal 
forces (i.e., a ratio of 3 German counters to one 
Russian) you can count on the Germans getting the 
upper hand. Alas, the game is mostly post- 
Stalingrad and post-Kursk, and German parity in 
infantry is a thing long past. 




23. Submachine gun units 

Forte: Attack factor. 

Foible: Defense factor, if only because the SMGs 

are the weakest infantry in the stack. Otherwise 

movement factor. 

Threat: Mobilizing/antagonizing. 

Prey: Artillery. And infantry for the Russian. 

Range: 1 hex. Close assault is the name of the 

game. The German range advantage is usually 

worthless. 

Execution: Dispersal. 

Pals: Tanks. These are the boys to do the old 

panzerblitz assault trick. Halftracks are also good. 

The Russian T-34 carrying SMG is the most 

fearsome combination on the board - expect to 

see it often - because the T-34 provides what the 

SMG most lacks, mobility, and the SMG has the 

close assault capability the T-34s need to remove 

road-biocks. 

Enemies: Towed and self propelled artillery. 
Assault guns. For the Germans, Russian infantry. 
Fate: Blown away by fire. Generally while being 
transported. 

Loss: Damaging, particularly for the Russian. The 
Germans may expect to lose some SMGs but they 
can do a fair job with their superior tanks alone. 
The Russians need the combination. 
Deployment: Not in towns alone. Good reserve 
units with transport. Best of alt in the forefront of 
the attack. 




24. Cavalry 

Forte: Attack factor, The best close assault 

weapon in the game. 

Foible: Movement factor. Cavalry is weird. As long 

as everybody's on foot, cavalry is the fastest 

infantry around. But in a motorized army the 

cavalry can't keep up. Not being able to mount in 

trucks makes the cavalry useless in pursuits and 

dead in retreats. 

Threat: Mobilizing/antagonizing. 

Prey: Artillery. And German infantry. 

Range: 1 hex. 

Execution: Dispersal. 

Pals: Engineers and other infantry. 

Enemies: Artillery, and the tanks which can spot 

for them. 

Fate: Blown away by fire half the time, generally 

while trying to cross some open space. The other 

half of the time the cavalry never gets into the 

flight. 

Loss: Annoying. There are only 4 of these units, 
and they have rather special qualities. 
Deployment: Not in towns. Woods are a cavalry- 
man's delight, because those pesky green hexsides 
can be ignored. If there is any question of a long 
retreat, cavalry should do the blocking: the units 
will be lost anyway. 
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Historical Marker: These units really do belong 
with the infantry. The effective use of the horse as 
a shock weapon died at Balaclava (which, World 
War II freaks, is not a Turkish pastry) and cavalry 
thereafter was best used as mounted infantry, into 
which category the Russian unit falls. Sensible 
cavalrymen fought on foot; the noble steeds were 
for transportation, like carts. By World War II 
charges were laughed at by everyone except 
military romantics. 

Transport Units 

Transport is vital to a combined arms force, 
particularly for a force on the attack. Without 
transport neither artillery nor infantry can keep up 
with the battle. Now, most Panzerblitz games are 
so short that you rarely see the aftermath of a 
battle, when the survivors have to pick themselves 
up and move along. And so if the transport is all 
shot up, most players don't realize how badly the 
force is crippled. In point of fact, Panzerblitz 
encourages one to be a truck-burner. I find that 
almost all the transport which is lost is sacrificed, 
deliberately sent out to die while spotting, block- 
ing, or unloading adjacent to an enemy. None of 
this is realistic, and it might not be a bad idea to 
double or triple the victory point value of trans- 
port killed in order to persuade us truck-burners to 
mend our ways. 




25. Wagons 

Forte: Weapons class 'C. This is all that justifies 
their existence. 

Foible: Movement factor. Soooo slow. 
Threat: None. There is an excellent chance your 
enemy will never even notice what your wagons are 
doing. 

Pals: Artillery, almost solely. It isn't worth the 
trouble to transport infantry in carts. The increase 
in speed is minor; the increase in vulnerability is 
terrific. 

Enemies: Tanks. 

Fate: Caught and killed. Wagons "neither have the 
heart to stay nor wit enough to run away," 
Loss: Shruggable. If you have a friend you are 
anxious to alienate, I suggest that, when he 
eliminates a wagon unit early in a scenario, you 
leap up, congratulate him warmly for his general- 
ship, and resign the game. He will not miss the 
sarcasm. 

Deployment: Behind a static front, on a road 
junction hex, perhaps loaded with a defensive 
reserve unit. Wagons will rarely have the speed to 
make it across open terrain, so it is best to deploy 
them where there are patches of cover. In an 
advance wagons are sure to be left behind; during a 
long retreat wagons may be expended as blocks, 
since they will be caught and killed anyway. A 
road hex on a reverse slope is a good place; a 
wagon there will slow enemy vehicles for 2 turns. 
Of course blocking tanks with horse-carts is a 
Nasty Trick, totally unrealistic; but it is not 
specifically forbidden in the printed rules. 

26.Trucks 

Forte: Movement factor. On road. 

Foible; Movement factor. Off road. 

Threat: Pressurizing/Antagonizing if the trucks 

carry infantry. 

Pals: Infantry or artillery. 

Enemies: Tanks, halftracks, and enemy trucks. To 

trap a truck bent on staying alive it is usually 

necessary to surround it with vehicles and green 

hex sides. 

Fate: Killed if caught. Frequently sacrificed. 

Loss: Shruggable. 





Deployment: Keep trucks on roads if at ali 
possible. They are safer and more useful there 

^ =* I 2 e«)4||Tc(l) 1 



27. Halftracks 



Forte; Movement factor. And being armored helps, 

too. 

Foible: Defense factor. 

Threat: Pressurizing/Antagonizing. However 

unrealistically, halftracks are potential spotters. If 

they carry infantry, a wise opponent will be 

uneasy. 

Prey: Immobile artillery. 

Range: 10 hexes. Movement distance. 



Execution: Depends on what the halftrack is 
spotting for. Halftracks may also do a little 
up-factoring against soft targets attacked by 
friendly artillery. But let me stress that both 
spotting and firing functions are secondary. The 
business at hand is transportation. 
Pals: Infantry, particularly SMG units. Very impor- 
tant artillery. 

Enemies: Tanks and halftracks. Trucks may block 
trucks, but halftracks have the capability of 
escaping encirclement with trucks by fire or 
overrun. 

Fate: Sacrificed to spot or to overburden an enemy 
piece. Germans are the real offenders here. The 
Russian is generally a little desperate for transport 
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Map Configuration 



COMBINED RUSSIAN OFFENSIVE: SOMEWHERE IN RUSSIA 
1 1944k A theoretical situation. Two heavily reinforced rifle 
regiments and an independent tank brigade take on a German 
infantry regiment. An illustration of problems of unit boundaries — 
end of the infantry support capabilities of certain German armored 
vehicles. 
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Soviet forces may not cross from one board to another te.g., from 
board 1 to board 2, etch They may, however, fire from one board 
to another. 
Russians set up first east of Route 61. 
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GERMAN FORCES 



Set up w«t of Rt. 61 after Russian. 
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VICTORY CONDITIONS: 

Award points as follows: Germans get 1 point for each eliminated 
Russian unit; Russians get Vi point for each eliminated German unit 
and 1 point for each Soviet unit off the West edge of the map. 
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PanzerBlitz, 
Situation IB 

^r FORCES 



THE MINIGAME APPROACH; THE CONVOY 12/43*. A German Map Configuration 

front-line unit is hard-pressed and needs supplies and ammunition. 

The relief convoy must reach them through partisan -infested 

territory. The Germans win if all 5 trucks Jwhich are fully loaded 

and can't be used for transport) get off the board by way of row 

GG. The partisans win if any trucks are destroyed. The swamp hexes 

are frozen and considered dear hexes except at gullies. Any other 

result is a draw. Game Length; 8 turns- Germans move first. 
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Enter on row A: 



THE MINIGAME APPROACH; THE CROSSROADS It/Ml. The 
first winter on the Eastern Front was one of thinly stretched line? 
and bitter holding acttoris. Here, a Russian motorized SMG battalion 
contests a vital road junction with a German fusilier company. The 
side occupying 2 or more squares of Bednost at the end of the game 
wins. Game Length; 6 turns. 
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THE MINIGAME APPROACH: THE PROBE 16/42). A Soviet recon 
battalion iearri more than it bargained for. Award Germans 1 point 
for each eliminated Russian unit; award Russians 1 point for each 
unit that leaves board by row GG. Any Russian unit still on board at 
end of game is eliminated. Game Length: 6 turns. Germans move 
first. 
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SPW - SehuuenPanzerWarien 




and has no halftracks to spare; a Russian who 
burns halftracks may have difficulty moving his 
infantry away from the road. 
Loss: Shruggable. 

Deployment: In the forefront of the attack — but 
don't run away from your passengers. 
Historical Marker: The Russian counter may be 
another "averaging" counter rather than a counter 
representative of one type of vehicle. The silhou- 
ette is that of a Lend-Lease U.S. M3 halftrack, 
roughly similar to the German Sdkfz 251. The 



other vehicle listed, ZIS-33. is a halftracked version 
of the ZIS-5 truck which equips some of the truck 
units. As far as I know, neither wheeled nor 
halftracked version of this vehicle (A Ford imi- 
tation dating from the early 30's) was armored or 
armed. 

Reconnaissance Vehicles 

All the reconnaissance vehicles in PunzerhUtz are 
German. The Russians had some - you might find 
T-70 light tanks and an assortment of armored cars 
still around in 1944 - but they had found them to 
be less than useful and were phasing them out. 

In the game you are likely to find the German 
recoil units less than useful. Everything is known - 
terrain, enemy positions, enemy strength. The 
recon units are not armored well enough to spot, 
and, because they are frozen in place during the 
opponent's move, their speed is no defense for 
them. With their reconnaissance function denied 
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SCREENING ACTION {HYPOTHETICAL). SOMEWHERE IN 
RUSSIA, 1944. Often in defensive operations, light mobile Units 
such as a reconnaissance battalion will be Called upon lo screen Ihe 
ftanks of line units, or fill a gap in their absence. Ideally, the enemy 
in these situations will be delayed by firepower, without decisively engaging 
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Map Configuration 



RUSSIAN FORCES 



A Soviet lank brigade, backed by I 
board 1 . on of east of row Z. 
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VICTORY CONDITIONS: 

Award Russians 1 point for each unit moved off west edge of board 
3. Award each side one point for each enemy unit destroyed. The 
side with the highest total wins. 






GERMAN FORCES 



A German recon battalion sets up on or west of row Y on board 1 
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PanzerBlitz. 
Situation 21 



PANZER DIVISION IN DEFENSE; MAGNUSZEW, POLAND 
(3/8/44). After the collapse of Army Group Center, Russian units 
made deep inroads into occupied Poland, some reaching as far as the 
Vistula Rivar, The 2nd Tank Army crossed; at Magnuszew 
Ipronounced MAG-nuo-shev) and was stopped by the 19th Panzer 
and Herman Goering Divisions — 40 miles SE of Warsaw, gripped by 
a major Polish uprising. 
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RUSSIAN FORCES 



Assault elements of the 2nd Tank Army enter from 
Cast edge. 
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VICTORY CONDITIONS: 

Award each side 1 point for each enemy unit destroyed. Award 
Russian 10 points each for clearing Bednost and/or Opustoschenia. 
Highest point total wins. 
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GERMAN FORCES 



Battle Group of the Herman Goering Division sets up first on boards 
2 and 3. 
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PAGE 10 

them, all they can do is harass, block, and 
transport friendly units. 




Mote the difference between the actual LynK (top) and the Pzkw 
III (belovv) which it is falsely labeled in thB Campaign Analysis 
booklet. 




28. Lynx 

Forte: Movement factor. 

Foible: Attack factor. The weakest attack factor in 

the game. 

Threat: Very little, A Panther or a halftrack can go 

wherever a Lynx can. 

Prey: Russian transport. 

Range: 9 hexes. 

Execution: Dispersal half the time, unless you 

overrun, and if that leaves the Lynx out in the 

open someone will blow it away. Not worth doing 

unless whatever was in the truck was very valuable. 

Pals: Infantry carried as a passenger will help the 

blocking function. 

Enemies: Russian tanks. 

Fate: Sacrificed for spotting/overburden. 

Loss: Shruggable. If the German is at all daring 

with this piece, he may expect to wind up with a 

missing Lynx. 

Deployment: As far forward as possible. 

Historical Marker: Contrary to what the Campaign 

Analysis book tells you, this vehicle is not a PzKw 

III. It is a PzKw II Ausf L, The designation was 

later changed to Panzerspanwagen II to indicate 

that its function was strictly reconnaissance. In 

mid- 1943 the Germans finally gave up on scouting 

tanks and ceased production of this vehicle. 




29. Sdkfz 234/1 

Forte: Movement. This is the fastest unit in the 

game. 

Foible: Attack factor. 

Threat: Pressurizing/Antagonizing. The dandiest 

trick to pull with this unit is to slip through your 

opponent's lines and take up some ambush position 

on the other side where you can block reserves, 

delay reinforcements, and generally annoy. Often 

when you do this, your opponent will feel insecure 

enough with you back there to form a hunting 

party to attempt to trap the armored car, thus 

pulling in reserves needed elsewhere and possibly 

creating a weak point. 

Prey: Transport. 

Range: 15 hexes. 

Execution: Dispersal. 

Pals: Another scout car, to insure that an overrun 



will really be effective, 
blocking. 



Infantry passengers for 
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Enemies: Tanks. 

Fate: Sacrificed for overrun. Eliminated if sur- 
rounded. 
Loss: Shruggable. 

Deployment: As far forward as possible. An 
excellent unit for blocking in pursuit or retreat. A 
Nasty Trick, possible also with halftracks, is to sit 
this unit out in the open on a swamp-road hex. If 
your opponent blows it up, the road is blocked. If 
he leaves it alone in the hope that you'll move it, 
the road is still blocked. Unrealistic and unsport- 
ing, but legal. 




30. Sdkfz 234/2 (Puma) and Sdkfz 234/4 ^ » » 

Forte: Movement factor. 

Foible: Defense factor. 

Threat: Pressurizing/ Antagonizing. 

Prey: Transport. 

Range: 13 hexes. 

Execution: A kill. 

Pals: Infantry for blocking. 

Enemies: Tanks. Even these heavily armed cars 

cannot afford to trade salvos with tanks, not even 

if they get in the first shot. 

Fate: Eliminated if surrounded. 

Loss: Shruggable/shocking !? Some people are 

armored car freaks. 

Deployment: Far forward. 

Historical Marker: These armored cars were heavily 

armed in the hope that they might protect German 

armored cars from other armored cars. In the open 

desert it might turn out that way. On your 

Panzerblitz board the best use for these units is as 

anti-tank blocks. You will note that these units are 

the equivalent of 50mm and 75mm A/T guns. The 

main differences are the magnificant movement 

factor and the abominable defense factor against 

tanks, only a fourth as good as a towed gun's. Still, 

they block a tank, and if you assign them that job 

at the right spot and the crucial time, that may be 

good enough to warrant the sacrifice. 




Schwarer Panzar Spah Wager — 1936 Heavy Armored Recon 
Vehicle 331.333 model which was the forerunner of the 334/2. 



Self-Propelled Artillery 

Only the Germans have self-propelled artillery. 
Because of a czarist tradition of ciose-in combat 
dating back to Napoleonic times, the Soviets 
virtually avoided the development of motorized 
artillery, and remained faithful "to the towed gun 
until the end of the war. The strength of the Soviet 
army depended largely on infantry and tank units 
which do not fight effectively at a distance. 
Unquestionably this Soviet doctrine cost them 
something in the way of continuous fire support 
during an offensive; but before you sneer too hard 
remember who won the war. 

The Soviet infantry and tank units, massively 
numerous, form a broad base; the Soviet army may 
be clumsy, but the destruction of only a few units 
will not shake it. The German army, however, rests 
like an upside down cone on the fire support of the 
self-propelled artillery. Without the big guns to 
smash obstacles the German's tanks will stall. 



Without the backup threat of shellfire his thin 
defensive lines will be overrun. Therefore, both 
historically and in the game, the German's SPAs 
are pillars of strength to him - with plenty of 
Slavonic Sampsons loose on the premises. 



4*RFto 



31. Maul tier 
Forte: Attack factor. 
Foible: Range factor. 
Threat: Pressurizing. 

Range: 3-12 hexes, most likely at the long end of 
that range. The Nebelwerfer is an odd weapon to 
deploy, since it lacks the sine qua non of self- 
propelled weaponry; i.e., long range. There is a 
temptation to give it an armored escort and send it 
in to do assault-gun work — but it is so weak that the 
move is likely to be a suicide against any organized 
opposition in strength. The factor which keeps this 



unit in the SPA class is its movement factor; in 

pursuit or retreat, the Maultier is just nimble 

enough to be able to choose its own range. 

Execution: A kill half the time. 

Pals: Other SPAs. Infantry in front to spot. A 

wirbelwind is handy for up-factoring. 

Enemies: Russian infantry. A close assault will give 

the Mule no chance to kick. 

Fate: Eliminated if surrounded. Since that isn't 

easy, the Maultier will probably survive the game. 

Loss: Damaging. 

Deployment: Because of the short range it is futile 

deploying the Maultier in orthodox SPA positions 

on hilltops. If you do, you will likely find that 

your targets scurry around carelessly at the end of 

your reach or beyond. Better to give up the 

visibility advantage of height and deploy in cover 

at ground level, closer to the front than other 

SPAs, with as good a field of fire as the situation 

will allow. 
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INSTALLATION DEFENSE ; TARN ET, NORWAY (22/10/44). Map Configuration 

Whan Finland dropped out of the war, the German 20th Mountain 

Army, operating on the Arctic coast, found it necessary to withdraw 

into Norway. Soviet forces did not enter Finland but did cross the 

narrow Russo "Norwegian frontier in pursuit. The Germans, pausing 

to evacuate civilians and material through the port of Kirkenes, 

nearly came to grief when the city's electric power supply was 

threatened. 
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RUSSIAN FORCES 



Advance elements of the Soviet 131st Rifle Corps enter on East 
edge. 
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Russian wins by: I.) clearing the power plant (Bednost) of ell 
German units, or 2.) cutting both power lines west of the plant 
(along the 2 roads leading from Bednost to the edge of board 2). 
This is accomplished by leaving a unit on the road — uninvarfed — 
for a full turn. When the wire is cut the unit is automatically 
eliminated. The process must be repeated on the other road. 






GERMAN FORCES 



Forward units of the 6th Mountain Division set up anywhere on 
board. 
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VICTORY CONDITIONS: 

German wins if Russian cannot fulfill victory conditions. 
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PanzerBlitz, 
Situation 23 



MEETING ENGAGEMENT: DERBERCEN, HUNGARY 
(12/10/44), Occasionally during the desperate weeks of autumn, 
1944, German panzer units found themselves able and willing to 
strike back at ttia Russian onslaught. Armeegrupoe Woehler, 
reinforced by fresh units from Budapest, pocketed Cavalry- 
Mechanized Group "Pliyev" near Debrecen. The 6th Guards Tank 
Army struck back resulting in one of the wildest melees of the war. 



Map Configuration 
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RUSSIAN FORCES 



C-MG Pliyev enters from the West edge; 6th Guards Tank Army 
from East edge. 
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6th Guards Tank Army 
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GERMAN FORCES 



Armeegruppe Woehler (elements of the flth Army) set up first 
anywhere on board. 
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VICTORY CONDITIONS: 

Russians win if they have cleared a corridor, 3 hexes wide and free 
of German units, from East to West edges. Germans win if they can 
maintain a similiar corridor from North to South edges. Anything 
else is a draw. 
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THE GENERAL 
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Historical Marker: The Maul tier is an improved 
imitation of a Russian weapon not included among 
the counters - the famed M-13 Katyusha mounted 
on a truck. This weapon is given among the 
additional units in the Campaign Analysis booklet. 
It is almost the only true Russian self-propelled 
artillery. 




32. Wespe 

Forte: Range. Highest on the board. 

Foible: Defense factor. 

Threat: Pressurizing. The Wespe makes it hard for 

the Russians to move for great distances. Even 

infantry must hide. Every possible spotter becomes 

a deadly menace. 

Prey: Any Russian unit. 



Range: 5-32 hexes. The Wespe can fight closer, but 
in a mobile situation it is seldom worth the risk. If 
anybody gets that close, just move back and blast 
them. 

Execution: Dispersal for infantry targets. At close 
range s kill is likely on armored targets. 
Pals: Other SPAs. CPs. Infantry and tanks to the 
front to spot. Self-propelled artillery is almost 
self-sufficient; a few pieces positioned with inter- 
locking fields of tire will make destruction of any 
one piece quite expensive. 
Enemies: Infantry. 

Fate: Decided by battle. Expect a terrific fight. 
Dispersal will generally mean destruction on the 
following turn. Russian attackers should keep in 
mind what happens when a Wespe uses intensive 
fire. 

Loss: Shocking. Expect extreme German demoral- 
ization. 



PanzerBlitz, 
Situation 24 



SOVIET ASSAULT ON FORTIFICATIONS: BALAKLAVA 
SECTOR 17/5/44). At the end of the spring. 1944 Campaign in the 
Crimea, German and Rumanian forces were pushed into an 
ever-shrinking ring around Sevastopol. As the Kriegsmarine 
attempted to evacuate the 17th Army, ths rear guard occupied a 
final defensive line just outside the city. The Russian objective at 
the southern end cf the line was Sapun Heights, from where artillery 
could cover the whole anchorage. 



Map Configuration 
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RUSSIAN FORCES 



Assault elements of the Independent Coastal Army set up on board 
1 East of the road running between 1A3 and 1GGS, after the 
Germans. 
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VICTORY CONDITIONS: 

Russians get 1 point for each unit on Hills 132 and 129 at end of 
Game (hilltop hexes only). 

Germans get 5 points for each unit on those hills. Side with most 
jpoints wins, 






GERMAN FORCES 



The German Fusilier Company and JagdTiger set up on Hill 132- All 
other units set up anywhere on boards 1 and 3 West of the Board 1 
road running between "A3 and 1GGS. Germans set Up first. 
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PanzerBlitz. 
Situation 25 



BLOCKING ACTION: MADONA SECTOR, LATVIA (22/9/44). 
The Collapse of Army Group Center left AG North stranded in the 
Baltic states. As AG North withdrew into an enclave on the 
Co ur land peninsula, Russian spearheads reached out, attempting to 
split the Germans and defeat them in detail. The worst crisis came 
when the 2nd Baltic Front smashed the German 10th Corps at 
Ma dona; a short dash to Riga and the whole evacuation from 
Estonia and Latvia would be intercepted. 



Map Configuration 
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RUSSIAN FORCES 



A spearhead of the 3rd Shock Army enters on Eastern edge. 
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GERMAN FORCES 



A battle group of the Nordland Division enters first on West edge of 
board. 
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VICTORY CONDITIONS: 

Award each side 1 point for every enemy unit destroyed. Award the 
Russians 2 points for each unit moved off the Western edge of the 
map. Side with the most points wins. 
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PzFH 1ft - "Wespe" - mounts a 105mm gun (L/281 on PZ II 
chassis. 

Deployment: Main artillery positions: Hilltop 
hexes. The Wespe has enough range to deploy on 
open, "bald" hilltops, providing no Russian unit is 
within shooting distance. Be careful with such a 
deployment during mobile retreats — it will take a 
T-34 in the target area only two turns' unimpeded 
movement to reach firing range, so an exposed 
Wespe might well have to flee before doing much 
damage. The basic skill in using SPAs is to move 
very seldom so as to spend as many turns shooting 
as possible. Cover is still best for this. 





33. Hummel 

Forte: Attack factor. Largest on the board. 

Foible: Defense factor. 

Threat: Pressurizing. 

Prey: Everybody. 

Range: 5-24 hexes. 

Execution: A kill half the time. All the time on 

armor at close range. 

Pals: CPs; other SPAs; infantry and tanks to spot. 

Enemies: Infantry. Close assault will not give even 

a Hummel a chance to fire. 

Fate: Decided by battle. 

Loss: Gott ein Hummel!! The German may resign. 

Deployment: Hilltops with cover. 





PzFH 18M — "Hummel" features thicker armor, a larger gun 
tl5Qmm>, and a P* IV chassis. 



34. The Nashorn 



Forte: Range. 

Foible: Defense factor. 

Threat: Pressurizing. 

Prey: Vehicles. And infantry, if delay is necessary. 

Range: 4-20 hexes. 

Execution: Against vehicles, dispersal at long 

range, a kill at short range. Against infantry there is 

about half a chance of a dispersal, 

"-Is: H class SPAs, Infantry to spot. Infantry, 

:identally, should not ride on any of the SPAs. 

ey are vulnerable to fire, and if the SPAs are 

;d properly the infantry will never make it to the 

ont where it can be used. 
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THE GENERAL 




JzPz Nashorn - Ths RKino mounted an 8.8cm PAK (Panzer vs. 
cannon} model 43/1. L/7 1 gun mounted on a Pz IV chassis but 
using a ~'z III transmission. 

Enemies: Infantry. 
Fate: Decided by battle. 

Loss: Shocking, although less shocking than the 
loss of a Wespe or Hummel. But there is only one 
Nashorn in the game, so its loss is psychologically 
hard to bear. 

Deployment: Hilltops with cover. 
Historical Marker: I have classified this vehicle as 
an SPA by virtue of its poor defensive capability 
and excellent range. If it is used as a tank 
destroyer, it stands a fair chance of being lost 
without ever using its full capability. However, 
none of the special SPA rules apply; the Nashorn 
cannot use indirect fire, and may make overruns. 
Incidentally, this vehicle uses the same chassis as 
the Hummel. Originally the vehicle was called 
"Hornisse" (Hornet); but in early '44 Hitler 
decided that he didn't want his armor named after 
insects. He ordered that the names "Hornisse", and 
"Hummel" be abolished. Thereafter this unit was 
called the "Nashorn": the other two were still 
called "Wespe" and "Hummel" — but very quietly. 

Assault Guns 

Assault guns are used against enemy infantry 
positions. Generally they are heavily armored, 
carry low-velocity, high-explosive weaponry, and 
move somewhat ponderously. Their reach is 
generally too short to allow them to double as 
SPAs. The best way to use them is up close. No 
commander can do very wrong if he places his 
assault gun alongside an enemy. 
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35. SU-1S2 
Forte: Attack factor. 
Foible: Movement factor. 

Threat: Mobilizing. An SU-152 works like a 
bulldozer. You move it up against an infantry 
block, and when it's your turn to move again the 
block is no longer there, one way or another. 
Prey: German infantry. An SU-152 can also take 
on most German vehicles. 

Range: 1 hex. The most frequent mistake I see is 
somebody trying to use an SU-152 like a Wespe. 
It doesn't work that way: Even though the range 
is long for a Russian unit, it is not long enough 
to keep the SU-152 in contact with the enemy at 
a distance. If you station your SU-152 on a 
hilltop artillery position, you will find that the 
mobile battle moves away from you and that it 
will be sometime before you can get your 
behemoth back into the fight. The only way to 
use an SU-152 on the offensive is to move right 
up against the German to scare him out of his 
position and then to follow along behind him as 
closely as possible. If he ever slows down you can 
kick him in the pants. 

Execution: A kill almost certainly against infan- 
try and probably a dispersal against tanks. 
Pals: Infantry, but not transported. The infantry 
should travel ahead by other means to begin the 
assault. If the troops can delay anything, the 
SU-152 will kill it when it comes up. 
Enemies: Very heavy tanks. Heavy artillery. 



Fate: Occasional dispersal. An SU-152 ought to 
survive the game. 

Loss: Shocking. The Russian army is a little 
better balanced than the German, so that the loss 
of any single unit is not so damaging as the loss 
of a Wespe or Hummel; but if there is any 
Russian unit which embodies that kind of 
psychological vulnerability, it is the SU-152. This 
is unfortunate because the German units can 
operate from safe positions; but the Russian must 
expose his SU-152s to danger if he is going to get 
full value from them. The Russian must overcome 
his tendency to hold these valuable units back 
from the assault. 

Deployment: Up front. Only when the action 
becomes completely static is an artillery position 
for an SU-152 justified. 

Historical Marker: One Russian nickname for this 
vehicle was "Conquering Beast". The name is 
important because it shows how the SU-152 was 
used. The SU-152 regiments were for offensive 
purposes only; once the front became static the 
Soviet high command would pull them out for a 
new offensive elsewhere. 





36. GW 38(M) and Wirblewind 
Forte: Range. 
Foible: Defense factor. 
Threat: Mobilizing. 
Prey: Russian infantry. 

Range: 10-12 hexes. These units simply do not 
have the defensive strength for close assault 
attack. Yet to some extent the distinctions 
between SPA and assault gun are blurred with 
these units, and with the Maultier. Neither has 
the range for the SPA role, and the GW38 lacks 
the speed as well. The best way to employ these 
two atone is on flat ground as close to the target 
infantry unit as possible without risking a close 
assault. 

Execution: Dispersal half the time. 
Pals: Tank destroyers or heavy tanks stacked with 
these units will allow them to carry out their 
functions without fear of close assault counter- 
attack even while adjacent. A halftrack is helpful 
in such cases also, to serve as weakest unit in the 
stack, and to haul the cooperating infantry. 
Enemies: Tanks and close-assaulting infantry. 
Fate: Blown away by fire, if not handled care- 
fully. 

Loss: Annoying. But not surprising. 
Deployment: Up to the front, opposite the 
enemy infantry. 

Historical Marker: Actually neither weapon was 
quite intended to be an assault gun proper. The 
GW38 is a heavy infantry gun, a transitional 
design dating from 1940, kept in service more 
because of lack of a substitute than for aptness 
for a now more clearly defined role. The other 
vehicle was an anti-aircraft weapon simply 
hijacked by infantry commanders to do support 
work. The flak panzers were never intended to 
stand up to much more than aircraft cannon. 

GW38 III ALSF M 11343 
mounts a 150mro L/1Z 
howitzer. 





StuH 42 is shown above without the skirts dapicted in the Una 
drawing. Such side panels were relatively rare. This mounts a 
105mm howitzer on a Pz III chassis. 




Not big enough to handle 



37. StuH 42 

Forte: Defense factor. 

Foible: Attack factor. 

Russian infantry. 

Threat: Mobilizing. 

Prey: Infantry. 

Range: 1-12 hexes. This vehicle has the armor to 

get up close even while alone. 

Execution: Dispersal half the time. 

Pals: Infantry. 

Enemies: Tanks. 

Fate: Occasional dispersal. But the StuH 42 

should be kept out of the major tank battles; it 

can't do much good there and is too valuable to 

lose. 

Loss: Damaging. This is the best assault gun the 

Germans have, and there is only one unit of 

them. 

Deployment: As close to enemy infantry as 

possible. 




38. JgdPz VI 

Forte: Attack factor. Weapons class 'A' ought to 
take this vehicle out of the assault gun category; 
but the Jagdtiger is so slow that it is hard to 
imagine how else it might be used. It is a poor 
tank destroyer — too easily flanked, and worth- 
less in an advance. 




JdPz Vlb — the "Hunting Tiger" mounter) a 128mm gun, L/55, 
PAK SO. 

Foible: Movement factor. 

Threat: Mobilizing. Why should anybody stick 

around to fight this monster? 

Prey: Infantry, Of course the Jagdtiger would like 

to beat up on some Russian tanks, but no T-34s 

are likely to make themselves available. Infantry 

is all this vehicle will catch. 

Range: I hex. 

Execution: Infantry targets will be dispersed half 

the time. Tanks would be obliterated if shot at. 

Pals: Infantry. As with the SU-152, the infantry 

should go ahead by other means and let the 

JgdPz VI come up to the battle. 

Enemies: Small mammals which eat the eggs? 

Fate: Survival. I suppose an SU-152 might 

disperse it, but that would be an unlikely 

meeting. 



THE GENERAL 

Loss: Possibly shocking - more likely just sur- 
prising. 
Deployment: As far forward as you can get it. 



Tank Destroyers 

A tank destroyer is a turretless tank. Some 
folks — Guderian, for example - seemed to feel 
that there was a functional as well as a mechani- 
cal distinction between tanks and tank destroyers. 
If so, the distinction is not apparent in Panzer- 
blitz. Historically, the tank was the weapon 
preferred by the experts; yet in Panzerbiiti a TD 
unit seems more powerful than the tank from 
which it borrows its chassis. You can explain 
away this phenomenon for German units by 
pointing out that the TD units have one more 
vehicle than tank units - TDs come in six-PAKs, 
like beer - but what do you do when you come 
to the Russian units? It looks as if there is 
something which a tank unit can do and a TD 
unit can't do that is not taken into account in 
the rules. 
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39. Marder III 

Forte: Range. Large enough to keep the Marder 

out of trouble. 

Foible: Defense factor. Small enough to get the 

Marder into trouble. 

Threat: Pressurizing. The Marder should stay in 

cover to do the shooting and let somebody else 

do the spotting. 

Prey: Russian tanks. 

Range: 3-8 hexes. Keep the range open in order 

to (I) avoid close assault and (2) avoid doubling 

your opponent's class weapons. 

Execution: Dispersal half the time. 




Marder III — AUSF M mounted on a Czech 38 (t) tank chassis. 

Pals: The heavier armored vehicles can help with 
spotting; StuG III and Pz IV travel at the same 
speed and will augment firepower on targets at 
the same range. 

Enemies: Infantry and tanks. Alone a Marder is 
not quite a match for either. 
Fate: Depends on the outcome of an armored 
shoot-out. Any reasonably speedy TD can duck 
out of an argument; for strategic reasons you 
may prefer to have it stay to fight. When a 
Marder stays to engage there will generally be so 
many other units in the battle that the Marder's 
fate is insignificant. If the Marder does engage in 
a duel, there is about a half chance of its being 
killed in the first exchange of shots. 
Loss: Annoying. Nobody can shrug off the loss 
of a TD or a tank other than the Lynx. 
Deployment: On the offensive: to the middle of 
the force, far enough forward to shoot, far 
enough back to avoid trouble. On the defense: in 
reserve unless other reserves are available. 
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40. StuG III and Hetzer 

Forte: Defense factor. 

Foible: Movement factor. The Hetzer is especially 
slow. 

Threat: Mobilizing/Antagonizing. Most tanks and 
tank destroyers of medium weight or more will 
threaten to surround and spot an opponent's unit 
if they can reach jump-off positions in cover 
within four hexes. If the unit is worth saving, a 
wise opponent either moves it or reinforces it. 




S:G III (above) and JgPz 38 "Hetzer" {below) were both 
excellent tank destroyers. 






Prey; Russian tanks and artillery. 

Range; 1-4 hexes. It is important to keep the 

Hetzer close to the action because of its low 

speed. It is a great help to both units to have 

their attack factors doubled. 

Execution: Dispersal most of the time. A lone 

sturm geshutz attacking the average Russian tank 

at close range is not likely to kill it or be killed 

by it. Whichever side reinforces first will win the 

duel. 

Pals: Infantry, to administer a follow-up close 

assault. Other armor is always helpful if available, 

particularly the Pz IV. Wespe and Hummel help 

to crack infantry. 

Enemies: Russian tanks. 

Fate: Depends on the shoot-out. In an individual 

duel dispersal is likely. 

Loss: Damaging. 

Deployment: The front of the battle. The rear of 

the retreat. The reserve of the static line. Good 

units for spotting in all three situations. 




41. JgdPz IV 

Forte: Range. Better than that of its contempo- 
raries, StuG III and Pz IV. 
Foible: Defense factor. 

Threat: Pressurizing. Essentially a souped-up 
replacement for the Marder III, the JgdPz IV 
likewise lacks the requisites for close-in combat, 
and should be used to apply pressure rather than 
for violent assault. 
Prey: Russian tanks. 
Range: 3-12 hexes. 

Execution: Haifa chance of a kill at close range. 
Pals: Pz IV; StuG III. 

Enemies: Russian tanks. Infantry can also be 
worrisome. 




JgPz IV - the first "Hunting Tank" mounting a 75mm. U70on 
a Mk IV chassis. 

Fate: Depends on the shootout. Dispersal 

probable. 

Loss: Damaging. 

Deployment: In the main line of defense or 

offense - not the forward line. 

Historical Marker: The early JgdPz IV's mounted 

a long 75mm like the StuG Ill's. The version in 

the game toting a still longer 75, turned out to 

be overloaded and likely to break down. 




42. SU-76 

Forte: Movement factor. 

Foible: Range. The SU-76 is not a very strong 

unit defensively, but the short range forces the 

Russian to use it up close. 

Threat; Channelizing. It is best to use this unit 

mostly for defense. 

Prey: German armored vehicles. 

Range: Adjacent. Either the German walks right 

up to you or you walk up to him. Overrun 

opportunities are rare. 

Execution: Dispersal. 

Pals: Infantry. T-34s. 

Enemies: German armored vehicles. 

Loss: Annoying - nearly shruggable. 

Deployment: This is a unit which is often found 

working with the infantry. As such, it may 

constitute almost the only vehicle a rifle regiment 

will have, a case which justifies its being taken 

away from its TD role and used solely for special 

transport missions. Scenario 2 is a fine example 

of such a situation. Otherwise the SU-76 should 

serve as a reserve for a static line or as a tail-end 

Charlie for a tank assault. 

Historical Marker: The "Crash-boom" again, on 

tracks. 




the first Soviet assault gun mounting e 76.2mm gun. 




Su-76 

U41.5. 



43. SU-85 

Forte: Defense factor. 

Foible: None really. A well-balanced unit. 

Threat: Mobilizing/Antagonizing. 

Prey: German tanks and artillery. 

Range: 1-10 hexes. This unit has the speed to do 

overruns, and the strength to engage close in. 

Execution: Dispersal. 

Pals: Infantry, especially SMG units. T-34s make 

good friends, particularly T-34/85s blessed with 

the same speed and the same range. 
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Enemies: German armored vehicles, including 

Wespe and Hummel. 

Fate: Depends on the shootout. Dispersal is likely 

in duels. 

Loss: Annoying. A little more so than the loss of 

a T-34, because there are always plenty of T-34s. 

Deployment: The front of the battle; the rear 

guard in a retreat. An excellent mobile reserve 

unit, preferably with an infantry passenger. 
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44. JgdPz V 

Forte: Just beautiful all over. 

Foible: Again, none. 

Threat: Mobilizing. 

Prey: Russian armor and artillery. 

Range: 1-12 hexes. Try to get in close. This unit 

has the speed to do it. 

Execution: A kill at close range. 

Pals: Panthers. Infantry on the attack only. 

Enemies: A multitude of Russian tanks. But no 

single tank need give pause except perhaps the 

SU-152. 

Fate: Depends on the shootout. Survival of this 

vehicle is pretty likely, with a dispersal suffered 

only half the time in single combat. 

Loss: Damaging, almost shocking. 

Deployment: Well toward the enemy. 

Historical Marker: This is the unit depicted on 

the box. 




JgPz V — the "JagdPanther" or "Elefant" mounted an 38mir 
PAK model 43/2 sun. 




4S. SU-lOOand JSU-122 

Forte: Attack factor and defense factor. 

Foible: Movement factor. 

Threat: Mobilizing, 

Prey: German tanks and artillery, possibly even 

infantry. As with the JgdPz VI these units are so 

slow that the distinction between TD and assault 

gun is blurred. 

Range: 1-8 hexes. Get as close as you can. 

Execution: A kill half the time at close range. 

Pals: Russian heavy tanks and the SU-152's. 

Enemies: Wespe and Hummel, very heavy German 

tanks and tank destroyers. 

Fate: Depends on the shoot-out, but survival is 

likely, with only an occasional dispersal. 

Loss: Annoying. The Russian has plenty more 

where these came from. 

Deployment: As far forward as possible. 




Historical Marker: The JSU-122 is not to be 

confused with the SU-122, a 122mm howitzer 
mounted on a T-34 chassis which was employed 
as an assault gun but was inferior to the SU-152 
and not much good against armor. 

Tanks 

The only reason that tanks and tank destroyers 
are in a separate category is that I am sentimental 
about such things. In the game the tactical 
doctrine for each type is the same. Both units 
work as much by threat as by actual fire. The 
recurring pattern in the game is for the tanks 
(and TDs) to roll up adjacent to an enemy unit, 
which then either retreats if it can or dies, 
exacting whatever casualties it can before it is 
killed. If both have a large number of tanks, an 
equilibrium is reached in which neither side dares 
to advance. The situation then becomes static and 
the slower moving arms, infantry and artillery, 
become dominant. 

Most of the actual firing with tanks occurs 
when one side uses tanks to block the other's 
mobile stack. At that point firing breaks out 
between individual units and is either quickly 
resolved or becomes a miniature engagement, 
with each player trying to bring more fire to bear 
on the enemy's engaged units. These are the 
actions I have referred to as tank shoot-outs, and 
they are peculiar to the armored forces; you 
seldom see artillery engaging in individual duels, 
and somebody always horns in on an infantry 
fight to break it up. 

Actually the most efficient way to use a tank 
is to Overrun. Unfortunately there are several 
factors which limit overrun opportunities. First, a 
target in the open where it can be overrun is 
likely to be destroyed by fire before the tank can 
move up to it. Secondly, an unsuccessful overrun 
always leaves one adjacent to an enemy unit 
capable of spotting and inclined to be a poor 
sport about the matter. And finally, even a 
successful overrun will generally leave the over- 
running tank out in the open where it can be 
fired upon or overrun in turn. As Dr. Johnson 
said, the pleasure is transient and the position is 
ridiculous. 




SU-100 - the improved version of the SU-85 mounted a tOOmm 
gun, L/54. 



46. T-34c 

Forte: Movement factor. 

Foible: Range. 

Threat: Mobilizing/ Antagonizing. 

Prey: German tanks and artillery. 

Range: 10 hexes. Generally the Russian has 

enough T-34s to burn that an overrun becomes a 

serious worry for the German. When the Russian 

makes fire attacks he should try to be as close as 

possible. 

Execution: Dispersal most of the time. 

Pals: Infantry. The T-34 and the SMG or the rifle 

company is the Russian stock in trade. If that 

combination goes wrong, nothing will be right, 

Tovarische. 

Enemies: German tanks and artillery. 



THE GENERAL 

Fate: Spent in spotting or in shoot-outs. An 
attacking Russian player should lose half of the 
T-34s in his starting OB; if he loses less he is 
moving too slowly; if he loses more he had better 
watch it or he will soon be faced with a tankless 
job. 

Loss: Almost shruggable. What is one dead rat to 
the pack? 

Deployment: As far forward as possible in attack, 
and generally with infantry passengers. You 
should rarely see a T-34 unit alone, and rarely on 
the defense. Uncle Joe will have held them all 
back for the big counter-punch. 
Historical Marker: The T-34/76 is something of a 
graybeard in the game. It is essentially the same 
tank that met the Germans in 1941, but the 
German tanks from that era are not included 
among the counters. And the T-34c is by no 
means obsolete. By the time of Kursk (Scenario 
10} the Germans were just beginning to overtake 
the Russian technological lead. 





47. PzKpfw IV 

Forte: Attack factor. 

Foible: Defense factor. 

Threat: Mobilizing/ Antagonizing. 

Prey: Russian tanks and artillery. 

Range: 1-8 hexes. The German can afford to 

close with this tank only because he has a 

quantity of them, and not infrequently nothing 

else to work with. 




PzKw IV AUSf F2 with 75mm KWK 40. The workhorse of the 
German Panzer Divisions. 

Execution: Dispersal. 

Pals: Infantry in attack situations only. If possi- 
ble it is better to let Panthers or SGIII's do any 
spotting that needs to be done. 
Enemies: Russian tanks and infantry. 
Fate: Spent in spotting or in shoot-outs. 
Loss: Damaging. The German wealth of tanks is 
seldom so great as the Russian. So each loss hits 
harder. 

Deployment: The van of the attack; the rear 
guard; the mobile reserve. 




48. KV-85 and Tiger 1 

Forte: Defense factor. 

Foible: Movement factor. 

Threat: Mobilizing, 

Prey: Enemy armor and artillery. 

Range: 1-6 hexes. With either unit, close the 

range as much as possible. 

Execution: A kill half the time. 

Pals: For the Russian: T-34s. For the German; Pz 

lVs - and SPAs. 

Enemies: Enemy armor. 
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PzKw VI AUSF E - better known as the Tiger; it carried an 
8.8cm, KWK 36. L/56 nun. 

Fate: Depends on the shootout. In duels dispersal 
is likely. 

Loss: Annoying. When the heavy tanks are about; 
there are usually enough mediums to replace any 
losses. 

Deployment: Keep as close to the enemy as 
possible. 

Historical Marker: These are first generation 
heavy tanks, not so markedly different from their 
contemporary mediums that any separate tactical 
role can be clearly envisioned. The KV-85 is an 
upgunned version of the KV-1, which had the 
same 76.2mm gun as the early T-34. The KV 
chassis was fitted with a new turret which served 
as a prototype for the turret eventually fitted to 
the T-34/85. Once that latter tank came out the 
KV-85 was taken out of service. The Tiger was a 
German attempt to one-up the Russian T-34. The 
attempt failed because the design was difficult to 
mass-produce. When the Panther entered service 
the Tiger I was gradually phased out. 







49. Panther 

Forte: Very well balanced. 
Foible: No faults, in the game. 
Threat: Mobilizing. 
Prey: Russian tanks and artillery. 
Range: 1-12 hexes. 

Execution: A kill half the time at close range. 
Pals: Wespe and Hummel. Infantry for the of- 
fensive. With the SPAs to pound any concen- 
trations of infantry a mass of Panthers can be 
very hard to stop. 
Enemies: Russian tanks. 




PzKw V — tha Panther — supposedly the best tank of WWII. 

Fate: Great for spotting or in a shoot-out. It is 
difficult for even a single Pzkpfw V to be 
surrounded and killed if the German wishes to 
refuse battle. The firepower and range make an 
approach difficult; the speed is enough to guaran- 
tee a getaway in most cases. The Panthers that 
burn, burn voluntarily, generally after a turn or 
two of dispersal in a shootout. 
Loss: Damaging. 

Deployment: Close to the enemy. 
Historical Marker: Supposedly a perfect vehicle. 
However, you might notice that the Russian 
tankers preferred their T-34/85. All through its 
life the Panther was plagued by mechanical 
difficulties built into the design during its hasty 



development. The Russians had had some of 
these same problems, but had solved most of 
them by 1943. However, when it worked the 
Panther was superb - and it always works in the 
game. 





50. T-34/85 

Forte: Movement factor. 

Foible: Defense factor. 

Threat: Mobilizing/Antagonizing. The T-34/85 

will scare an opponent on the basis of quantity, 

not quality. If T-34s are scarce, the German will 

reinforce and stand his ground. 

Prey: German tanks and artillery. 

Range: 1-10 hexes. Overruns by this vehicle will 

be deadly, if costly. 




T34/85 — moat heavily produced Soviet tank — over 18.000 
made. This particular one was captured in the Korean War. 

Execution: Dispersal almost certainly. 

Pals: Infantry, especially SMG units. T-34/76s 

and SU-85s can keep right up without trouble. 

Enemies: German tanks and SPAs. 

Fate: Spent for spotting or in a shoot-out. 

Loss: Annoying. These units are not quite so 

expendable as T-34c's. The Russian should plan 

to lose only a third of his OB, and that many 

ungraciously. 

Deployment: Close to the enemy — but if 

possible these vehicles should hang back a bit and 

let the more expendable T-34/76's do the 

spotting. 




20. 12 



51 . Tiger II 

Forte: Attack factor. 

Foible: Movement factor. 

Threat: Mobilizing. Nobody stands in front of a 

moving van. 

Prey: Russian tanks and infantry. By the time a 

Tiger II makes it up to a Russian artillery 

position, the guns will be long gone. 

Range: 1-6 hexes. To keep the Tiger II in action 

you have to keep it close to its targets. 

Execution: A kill at close range. 

Pals: Hardly any needed. 

Enemies: Not many. 




Fate: Survival with an occasional dispersal. Only 
in an all-out retreat is this unit involuntarily 
endangered, and in those cases you may as well 
pick a good blocking position and wait for your 
foes to come at you. No King Tiger will out run 
a T-34. 

Loss: Damaging, if only because of the fame and 
reputation of this vehicle. 

Deployment: Keep the Tiger close to the enemy. 
If there is a concentration of Russian infantry, 
the Tiger may be used like the Jagdtiger in an 
assault gun role. 




52. JS-II and JS-III 

Forte: Attack factor. 

Foible: Movement factor. 

Threat: Mobilizing. 

Prey: German tanks, artillery, and even infantry. 

Range: 1-8 hexes. As close as possible. 

Execution: A kill half the time at close range. 

Pals: Russian assault guns. Russian infantry. 

These heavy tanks cannot keep up with the more 

mobile forces, but work well in support of 

infantry. 

Enemies: Wespe, Hummel, German heavy tanks. 

Fate: Depends on the shoot-out. 

Loss: Damaging. 

Deployment: As far forward as possible. 

Historical Marker: The JS-III nicknamed "Pike" 

because of its pointed hull, really has no place in 

a World War 11 game. 1 have never read an 

account of its being employed against the 

Germans before hostilities ceased. The nature of 

its design as well as the nature of its employment 

puts this vehicle in the Cold War Era, and that is 

beyond the scope of Panzerbiitz. 



Photo Credits: Bruno Stnigaglio 
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tha "King Tiger" — armed with a special 8.8cm, 



PBM EQUIPMENT 

Tired of playing solitaire or humiliating 
the same opponent day after day? You may 
be good in your game room but what can 
you do against a good player from another 
part of the country? There's only one way 
to find out - play them by mail! PBM is an 
easy-to-learn and convenient-to-use system of 
playing fellow gamers across the nation. A 
special CRT and combat resolution system 
makes it impossible to cheat! PBM is an 
entirely different experience from face-to- 
face play. It has made better gamers of 
many who have tried it, and all those who 
have mastered it. PBM is the only way to 
participate in the many national tourna- 
ments held regularly for Avalon Hill games. 

Each kit sells for $4.50 postpaid and 
includes enough materials to play virtually 
dozens of games, including addendum sheets 
which list official grid-coordinates for those 
games not already possessing them and 
special charts and CRT's for postal play. 

Kits are available for the following games: 

* AFRIKA KORPS * KRIEGSPIEL 

* BLITZKRIEG * LUFTWAFFE 

* BULGE * 1914 

* D-DAY * PANZERBLITZ 

* GETTYSBURG * STALINGRAD 

* GUADALCANAL * WATERLOO 
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Another Situation 13: Parablitz 



AIRMOBILE PANZERBL1TZ 
by Christopher Chyba 



ParaBlitz was conceived out of a desire for a 
totally unique PANZERBLITZ situation. 
Although the following rules are laden with 
various charts, ParaBlitz is not really very com- 
plex. 

The situation dealt with in ParaBlitz is that of 
an attempt by the Russians to stop a German 
offensive before it begins. The Germans are 
beginning to mass forward elements of a tank 
regiment on the western half of board two. 
However, most of the regiment is still over a 
week away. Behind the forward elements of the 
regiment is a vast road network which is suscepti- 
ble to Russian counterattack, especially counter- 
attack from the air. To the protection of this 
road network, the Germans have assigned 
remnants of an assault gun brigade as well as 
elements of a reconnaissance battalion. 

The Russian objective: Force the forward 
elements of the German tank regiment back, at 
the same time cutting roads within German held 
territory. The more roads the Russian cuts deep 
within German territory, the farther the main 
German battle force must push to get back to its 
original starting point. 

However, the Russian's forces are very limited. 
Although the exact size of his force is not known 
to the German player as the game progresses, it 
consists of elements of a tank brigade and a SP 
artillery regiment, along with the Russian para- 
force. 

Step 1 : The German secretly records the po- 
sitions of all his units, which may be set up 
anywhere on boards one and two. No German 
unit is placed on the board at this time. 
Step 2: After the German records the position of 
his units, the Russian rolls the die to determine 
wind direction and speed. 

To determine wind direction, the die is rolled 
once. If a one is rolled, the wind is blowing to 
the north. If a two is rolled, the wind is blowing 
northwesterly, and so on. To determine wind 
speed, the Russian player rolls once again, con- 
sulting the Wind Speed Table. Wind speed and 
direction should be kept track of carefully, as 
they are very important with regard to paradrops. 
Step 3: The Russian player then rolls to deter- 
mine the size of his main battle force. The die is 
rolled separately for each of the columns in the 
Russian Attack Force Table. 

Wind Speed Table 



Russian Paraforce Table 



roll 

1 

2,3 

4.S 

S 



speed ^^^^ 
no wind 

low wind 
medium wind 

high wind 





Russian Attack Force Table 




die roll 


So 85 


T-34c 


T-34 85 SU152 Truckl 
1 


ftecon 


1 





2 


<> 


2 


l 


2 






3 


i 


^^! 


^aaw^^^^^m^imm 


2 


m 


2 


2 






5 


2 


3 


^2^^^^L^^^^^_ 




6 


2 


3 







The number of Russian units in the main 
battle force is never revealed to the German 
player. The Russian player must also roll to 
determine the size of his paraforce, as well as 
when it enters the board. To determine the 
paraforce size, the Russian player rolls the die 
separately for each of the following columns: 




Guards 
^^^^ 

2 
2 
2 
^i 
3 



Rifl. 

2 
2 
2 
2 
3 
3 



SMG 

2 
2 
3 
3 
3 



These "die roll dependent forces", though they 
may turn many of you off, are necessary to 
maintain the element of surprise for the Russian. 
As in real life, the German player will not know 
exactly how many Russian units will be dropping 
upon him from the sky. However, it should be 
noted here that only enough variance has been 
built into these charts to insure uncertainty on 
the part of the German, without affecting play 
balance considerably. 

Step 4: The Russian player must separate his 
main paraforce into three separate smaller ones. 
The number (not type) of units in each of these 
paraforces must be made to be as equal as 
possible. Any leftover units which cannot be 
divided evenly are distributed as the Russian 
player wishes. In dividing his units into separate 
paraforces, the Russian player needs this infor- 
mation: 

A — The first Russian paraforce always must 
paradrop on turn one. 

B To determine on which turn the second and 
third paraforces must drop on, the Russian player 
consults the Paraforce Entrance Table. 

Paraforce Entrance Table 



die re l 


1 2 


34 


56 


paraforce 2 


2 


3 


4 


paraforce 3 


5 


6 


7 



Explanation: The Russian player cross-indexes the 
paraforce number with the die roll. The resulting 
number is the latest turn that the Russian player 
is allowed to bring that paraforce onto the board. 
If the Russian player does not bring that para- 
force in by that turn, it is considered eliminated, 
although the German player need not be told of 
its elimination. Paraforce 1 must always paradrop 
on turn one. 

Example: In determining which turn the second 
paraforce enters, the Russian rolls a five. This means 
that paraforce 2 may never paradrop after turn four. 
However, the second paraforce may paradrop on 
any turn before turn four, at the Russian player's 
option. 



OUTLINE OF PLAY 
Turn 1 : After determining the size of his forces, 
wind direction, and wind speed, the Russian 
player drops onto the board all units in paraforce 
one, as well as any, none, or all of his para-units 
which paradrop on a later turn. The Russian has 
the choice of dropping his units on any or all of 
the boards. 

The German units are then placed on the 
mapboard. They are free to move and attack, 
except that they may not enter board 3 unless 
Russian units have paradropped into or immedi- 
ately adjacent to it. 

Turn 2: To begin with, the Russian player must 
first determine if the wind speed or direction has 
changed. If the wind speed on the previous turn 
was no, low, or medium, the Russian consults the 
Wind Direction Change Tables to determine how 
much, if any, the wind has changed direction. 





Wind 


Direction 


Change Tables 




die rati 


no 


low 


med. 


die roll 


WW 

La 


V* 


T 


WW 
W 


WW 


w 


1 


Lb 


■91 


HUH 


2 


Lb 


Lb 


3 


w 


^^^^^ 


3 


c 


c 


4 


w 


w 


_ 


4 


e 


c 


5 
6 


w 


^H 


HI.HH 


5 

e 


Rb 

Ra 


Rb 
Rb 



Explanation: The die roll is cross-indexed with 
the speed of the wind. If a "ww" or a "w" is 
rolled, the Russian player then consults the 
second table. If an "a" results in the second 
table, the wind changes direction two hex sides. 
If a "b" results, the wind changes direction one 
hex side, and if a "c" results, the wind does not 
change direction. The presence of an "L" or a 
"R" before the letter determines whether the 
wind shifts in direction to the right or to the left 
of the way it is presently blowing. 

After wind direction is determined, a change in 
wind speed is resolved on the Wind Speed Change 
Table: 

Wind Speed Change Table 



die roll 


OP 


low 


med. 

low 

low 


high 


1 


no 


no 


ftw 


2 


no 


lOw 


meo\ 


3 


no 


low 


med. 


me<L 


4 


low 


low 


med. 


high 


5 


low 


med. 


high 


high 


6 


low 


high 


h.gh 


high 



Explanation: The die roll is cross-indexed with 
the wind speed of the previous turn to determine 
the wind speed of the present turn. 

After wind speed and direction is determined, 
the Russian then paradrops all units, if any, that 
must be paradropped on turn two. He is also free 
to paradrop any units which enter on a later 
turn. The Russian is then free to move and 
attack. He has the option of entering any or all 
of the units of his attack force onto the western 
half of board three. Once any Russian unit has 
entered or moved adjacent to board three, the 
German player is free to move and attack on this 
board. Whether Russian units have entered board 
three or not, the German then takes his half of 
the turn. This procedure is followed for the rest 
of the game. 

PARADROPPING 

A - The Russian player may never paradrop a 
unit after the turn that its paraforce is assigned 
to drop on by the Paraforce Entrance Table. The 
units may, however, drop anywhere on the entire 
board. The Russian player need not plan ahead 
where to drop his para-units, rather, he makes 
that decision when he drops them. 
B — Paradropping units are subject to being 
scattered throughout a number of squares. Here- 
after, this scattering will be known as "dispersal". 
This is not to be confused with combat results. 
C — The unit being paradropped is first placed 
onto the square which the Russian player wishes 
to drop it on (Hereafter known as the "target 
square".) The unit being paradropped is then 
subjected to dispersal, dependent upon speed and 
direction of the wind. 

D — How badly the paradropping unit is dis- 
persed is determined by the Paradrop Dispersal 
Table, 

Paradrop Dispersal Table and Dispersal Charts 



die roll 


no 


low 


mod. 


high 


1 


A 


8 


C 


D 


2 


B 


C 


D 


E 


3 


B 


C 


D 


E 


4 


8 


c 


D 


F 


5 


C 


c 


D 




6 


C 
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breaks into 5 cf 
these breakdown 
units: 




Rifle 

A 5 

B 221 

C 2111 

D 011111 

E 02010101 

F 001010101001 



Guards 
A 6 

B 321 

C 2211 

D 021111 

E 02020101 

F 0101010101001 



SMG 
A 8 

e 332 

C 2222 

D 221111 

E 02211101 

P 00200201010101 



The Russian player rolls the die once for each 
unit being paradropped. The die roll is cross- 
indexed with the wind speed on the Paradrop 
Dispersal Table. The resulting letter is matched 
with the correct row in the Dispersal Chart 
corresponding to the unit being paradropped. 
Immediately behind the corresponding letter in 
the correct chart is a number or series of 
numbers. The first number in the series designates 
the number of breakdown units of the para- 
dropping unit which landed in the target square. 
The following number designates the number of 
breakdown units which dropped into the next 
adjacent downwind square. 

Example 




The Russian player is attempting to paradrop a 
SMG Company into target square X in a medium 
wind. He rolls a 6 which he cross-indexes with 
the column "medium" in the Paradrop Dispersal 
Table. The result is an "E" which, when matched 
with row "E" in the SMG Dispersal Chart, gives 
the result of 02211101. Thus, no breakdown 
units land in target square X, but they are 
scattered in a string downwind from it. Note also 
that, due to the zero just before the last 1 in the 
result, no breakdown units land in square Y, No 
breakdown units drop past square Z. 

E - Breakdown units may never separate. How- 
ever, they may join together. For example, five 
Rifle breakdown units may join together to form 
an entire Rifle Company, but the Rifle Company 
may never separate into five breakdown units. 
This holds for any amount of breakdown units in 
the same square belonging to the same company. 
F — Breakdown units, until (if ever), they have 
joined together to form an entire company, may 
be attacked selectively, in combination, or in any 
other manner subject to the normal rules. 
G - Breakdown units' defense and range are 
cumulative. For example, two Guards breakdown 
units stacked together have a combined defense 
of six and a range of two. However, each may 
fire separately, in which case their ranges are one. 
Range is cumulative because range is dependent 
upon how much fire one can accurately pump 
into a square. Obviously, the fewer guns one has 
to shoot with, the fewer bullets which will 
accurately reach the square being fired upon. 
Thus, the unit's range of accurate fire is reduced. 
Breakdown units' combined range may never 
exceed the range of their entire company when 
whole. Units of different companies may not 
combine ranges. 

H - The only exception to the above is that 
when seven SMG breakdown units are stacked 



together, their defense becomes ten, not seven. 
Also, when six are stacked together, their defense 
is eight. When five are stacked together, their 
defense is merely five. However, SMG breakdown 
units of different companies cannot obtain this 
bonus by stacking together. 

I — To represent the advanced training of Russian 
para-units, these units may act as engineers, if, 
and only if, they have formed into one complete 
company unit. These para-units need not be 
stacked with another unit to gain engineer 
capacity. 

J - In order to form a complete company, the 
breakdown units must begin their turn in the 
same square. In the turn of forming the 
company, the breakdown units may not attack in 
any manner, although the complete company 
may move in that turn (but not at the road 
movement rate). Breakdown units of different 
companies may never join together as one 
company, 

K — Notice that landing "A" on all three 
Dispersal Charts has all of the breakdown units 
landing in the same square. These units may form 
into a company no sooner than the turn after 
they paradrop, 

L — Para-units may not attack or move until the 
turn after they paradrop. 

M - Breakdown units which, as a result of 
dispersal, land off the board, are considered 
eliminated. 

N — Breakdown units which paradrop onto a 
German unit other than a lone wagon are 
considered eliminated. If breakdown units land 
on a lone wagon, that wagon must vacate that 
square on its next move. If breakdown units land 
on a loaded wagon, the wagon immediately 
unloads and the breakdown units landing in that 
square are eliminated. German units of all types 
except lone wagons may not move or fire in a 
turn which Russian units paradrop directly onto 
them. 

O— If a Russian player picks as a target square a 
square in which the German player has a Wirbel- 
wind, that complete para-unit is eliminated (Its 
plane was shot down.) 

P - The same stacking rules exist for the Russian 
as always, except that now fractions must be 
taken into consideration. A stack in which a 
Russian AFV is stacked with breakdown units 
which, when totalled, equal less than one 
company, is considered to be an armored target. 

VICTORY CONDITIONS 

Basically, the Russian player tries to cut roads, 
while the German player attempts to prevent the 
cutting of roads with minimum casulties. 

Cutting a road is defined as having any unit, 
except unloaded transport, occupying any square 
along the length of the road at the end of the 
game. In some cases, holding an intersection will 
block two roads simultaneously. 

To block a road from a city square, it is 
necessary to hold the city square into which the 
road first enters. 

The Russian player receives the following 
amount of points for cutting the following roads. 
Obviously, the deeper into German territory the 
cut road is, the more it hurts the Germans, so the 
more points the Russian receives for cutting it. 





Road 


Points lor Cutting 


Opustoschenia to 


Grabvosh 


1 


Grabvosh to Bednost {2) 


1 each 


North-South road through Bednost 


2 


Bednost to Golod 




3 


Goiod to Uschas 




3 


Uschas to G- 1 




3 


Uschas to Q-9 




4 


J-5 to Q-9 




4 


J-5 to A-3 




4 


J-5 to Q-1 




3 



German 

Marginal = 7 or loss German units destroyed 
Tactical « 4 German units destroyed 
Strategic - 2 German units destroyed 



Russian 
Marginal ■ 17 points 
Tactical 1 - 21 points 
Strategic - 25 point* 

STRATEGY 

German: In general, your A-class vehicles should 
be set up on the western half of board three, 
ready to repel the Russian Attack Force, Your 
H-class should be guarding the roads one and 
two, ready to respond quickly to Russian para- 
drops. However, you must be careful not to 
commit all of your rear guard in one area. Be 
prepared for a Russian second and third para- 
drop. You should be able to tell by what the 
Russian drops on turn one roughly how many 
units he has left to drop. You must respond 
quickly to a Russian drop, but not with every- 
thing you have. Garrison road intersections 
heavily, especially the intersection at J-5. 

You should keep in mind that you only have 
to destroy one breakdown unit to keep the 
Russian from forming an entire company from 
the remainder of those breakdown units and 
gaining engineer capacity. It is much better to 
make a selective attack on one breakdown unit 
from each company, rather than to attempt to 
destroy one entire company at a time. 
Russian: You must keep the German guessing. Do 
your best to keep him from knowing if you have 
any para-units left to drop. If the German 
commits most of his force in one area, seize upon 
that chance to land para-units wherever he isn't. 
This will give you time to group your breakdown 
units into complete companies. 

On the first turn, don't paradrop units directly 
upon road intersections, for the German will 
probably have them well guarded. Usually it is 
best to paradrop most of your units onto board 
one, since roughly half of board two (and of 
course, all of board three), should be liberated by 
your attack force. However, give consideration to 
landing some of your para-units on board three 
to give your attack force a hand. 

Remember that the later you drop your para- 
units, the less time the German will have to blast 
you off the road. However, due to the Paraforce 
Entrance Table, you cannot simply drop all of 
your units as late as you wish. You must decide 
whether it is best to drop your entire force 
together on turn one, or to drop parts of each 
paraforce separately on different turns. 

If at all possible, the Russian should risk 
counterattacks on the Maultier. It is not as 
difficult as it might seem to get good odds 
against the German, if you have some whole 
companies to act as engineers. 

Also, remember that when considering victory 
conditions, a wagon is just as valuable a target as 
a Panther. This is admittedly unrealistic, and I 
probably could have worked out a point system 
for German units. However, I doubt if any of 
you could have stood another chart. 

PLAY BALANCE 

Generally, the game is well balanced. However, 
if you find the German winning very easily, use 
hidden movement. If you are using third person 
hidden movement, consider breakdown units 
landing within four squares of a German unit to 
be seen by the Germans. If the Russian player 
wins too easily (a more likely occurrence), use 
Jerry Thomas' Experimental PanzerBlitz rules as 
given in the General, Volume 10, No. 1. /—* 
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PARTICIPANTS; 



The Participants 

In a multi-player game the characteristics of the 
players are much more important than in a two-player 
game. A player may acquire a reputation for honesty or 
deceit in previous games, and no one wants to trust a 
deceitful player if he can avoid it. Of course, the matter 
is seldom clear-cut. In this game all players but John 
Caton had played postal DIPLOMACY for some time 
before they began playing ORIGINS. All had previously 
played each other in postal OR/GINS except John Caton 
and Bill Drakert, and Caton and Edi Birsan, Birsan in 
particular is a well-known DIPLOMACY player, and this 
combined with his record might lead one to expect 
others to gang up on him in a normal game. In a 
demonstration game, however, all players are "experts" 
and the tendency to oppose the player with the best 
record is small. 





Player Records At Start 




Herb Barents tUSA) 


historical 


Germany 


Second 




anti-Bolsh 


Russia 


Third 




aggrei. Fr 


Britain 


First 




aggres. Br 


Britain 


First 


Bill Draker! {FRA) 


historical 


Germany 


First Itie) 




anti-Bolsh 


Franca 


Third 




historical 


Britain 


Second 




historical 


Russia 


Second 




aggres. Br 


Germany 


Second (tie) 




aggres. Fr 


Germany 


Second 


John Hendry IBRD 


mixed 


Britain 


FirsT 




historical 


Russia 


Firsi 




historical 


Russia 


First 




historical 


France 


Second 




historical 


Britain 


Third 




aggres, Fr 


France 


Fourth 




historical 


USA 


Fourth 


Edi Birsan (RUS* 


historical 


Germany 


First 




rnimd 


France 


First 




historical 


Britain 


First 




anti-Bolsh 


Britain 


First 




aggres. Fr 


France 


Third 




mixed 


USA 


Third 




aggres. Br 


USA 


Fourth 


John Caton IGERI 


historical 


Britain 


Fourth 




anti-Bolsh 


Germany 


First 




historical 


Russia 


Fourth 




historical 


Britain 


First 



This was the fourth postal ORIGINS game I have 
games mastered. I have also GMed many other postal 
games. 

A peculiar fee schedule was used for this game — the 
US and French played for free because they have so 
little chance of winning, and I felt that there ought to be 
some Incentive to persuade people to play such positions 
in a game observed by so many people. As it turned out, 
both US and France scored very high, and France ir> 
particular played very well. Each player submitted a 
country preference fist which was used to assign 
positions; in the one case of a tie I flipped a coin to 
determine which player received the choice. 



Barents 


U 


F 


R 


G 


B 


Hendry 


B 


R 


G 


F 


U 


Caton 


G 


B 


R 


F 


u 


Birsan 


R 


B 


G 


F 


u 


Drakert 


B 


G 


H 


JL 


u 



As you can see, players generally shunned France and 
especially the United States. Herb Barents picked those 
two countries early in order to experiment, according to 
his comments. 



USA - Herb Barents 

FRANCE Bill Drakert 

BRITAIN - John Hendry 

RUSSIA - Edi Birsan 

GERMANY - John Caton 

GAM ESM ASTER - Lewis Pulsipher 



PREGAME PLAYER COMMENTS: 

USA: It is very hard to do anything with the 
US due to the lack of PFs. Nevertheless I plan 
to embark on a very aggressive policy. The first 
part is to secure the targets in the "No 
Control" column a bit. Poland and Czechoslo- 
vakia (9 points) are the targets of the first 
years. It is a guessing game vs. Germany which 
1 must win. I left the Baltic alone as it is a toss 
up between Russia and Germany, but France 
and Britain will join me in Poland and Czech- 
oslovakia so I have a better chance to hold out 
there. The second part of the plan is to attack 
Understandings where and when I get the 
chance. 1-1 attacks will be the order of the 
day. With luck I can get 17 points; any more 
than 1 1 and I'll consider my plan of attack a 
success. 

FRANCE: Basically, my plan is to ensure 
Alsace, stop German Controls when I can, and 
pick up any Understandings I can. To that end 
I have informed the Germans I will stay out of 
the Rhineland if he keeps out of Alsace. I have 
suggested to the English that he direct the 
Anti-German alliance, and to the Russians that 
I would like to ally with them vs. the 
Germans. 1 told the US that I thought our best 
plan was to cooperate with the English (which 
is true — but doesn't let us win). I have heard 
from all the players. There is. of course, a 
strong Anti-German sentiment, surprisingly 
little Anti-Russian though they always do well. 
Germany and I have agreed to non-aggression 
in Alsace/Rhineland although he will not be 
pleased to see me in Czechoslovakia. Britain is 
presumably going for the Understanding in 
Germany. I considered allocating 2 PFs for 
Romania instead of France, but decided it was 
not vital to me and that I could wait to see 
how best to block the Russians. 1 will attempt 
to control Alsace in '36. 

BRITAIN: My main concern is in Poland and 
Czechoslovakia - the only Understandings 
which 1 can permanently lose to a German 
Control. If I save these, the other Understand- 
ings will fail in place later in the game. 

GERMANY: My first objective is to convince 
the others that 1 will not work jointly with 
Russia unless they give me no alternative. If 
I'm successful Russia will not get a first turn 
Control. Britain will not attempt an Under- 
standing in Germany until the second year, and 
I'll be able to pick up Controls in Rhineland, 
Czechoslovakia, Austria, and Romania. If 
Britain establishes an Understanding in 
Germany on the first turn, my alternative will 
be to work for joint Controls in Romania and 
Poland. Once accomplished, I will place every- 
thing in Germany to eliminate any Under- 
standings there until the final year. 

(Later correspondance) It appears that 
France and the USA didn't buy my suggestion 
of 2 PF's each to the Baltic. Everybody seems 
to be thinking about Poland so I'll change my 
placements to 5 in the Rhineland and 7 to 
Czechoslovakia. (GM Note: this change was 



MIS 




received too late and hence was not allowed.) 
By taking Czechoslovakia 1 cost the Russian J 
points and the American 4 - thus eliminating 
any grounds for mutual interests among the 
Allies, This depends on Britain staying out of 
Germany on the first turn so I can grab 
Austria and Romania on the second. 

1935 Placeman's 
USA 1 Pol, 1 Cze 
FRA 2 Fra, 2 Cze 
BR I 5 Gar, 2 Pol, 1 Cze 
RUS G Bal 
GER 5 Rhi, 5 Cze, 2 Pol 

USA: The initial placements have stopped 
Germany cold. A British Understanding in 
Germany will hinder his movements for the 
next two years. Germany guessed wrong on 
Austria and Czechoslovakia and will now have 
to fight for both of them, which could be 
costly. Germany is left out of the Baltic and 
will have trouble in Poland. Russia is now the 
one to watch out for. 

FRANCE: My cooperation is the key to 
anyone winning (except the US), I will con- 
tinue to allow Britain to dictate the "anti-" 
moves for the time being. 
GERMANY: The British Understanding in my 
homeland has ruined the old gameplan. 1 must 
now come up with a new strategy. Tentative 
move for 1 936 is 5 to Aus and 1 1 to Pol. 

1935 ATTACKS: 
Germany 5-1 vs. Britain in Czechoslovakia: DE 
Germany 1-1 vs. Britain in Poland: DE 

USA: Expect a big German-Britain confronta- 
tion in Germany this turn which will give 
Russia a free hand in Romania. 

GERMANY: The only effect my unallowed 
move change would have made is that I might 
have heaved two countries out of Czechoslova- 
kia instead of just one. My real mistake was 
not trying for Austria - it is such an obvious 
German move that no one would have tried to 
block it. Sometimes the obvious is the best, 
especially when your opponents are as clever as 
these. 

[ have to hope Britain wants an immediate 
Understanding in Russia and stays away from 
Austria. If Russia gets a control this turn it 
will have to be shared with me. If he goes for 
Poland then I get Romania and a share of 
Poland. At this point, nothing ventured (even 
at minimum possibilities within realities) 
nothing gained. After this turn my only re- 
course will be to knock Britain out of 
Germany and be prepared to do the same to 
Russia. 

1 936 Placements 
USA 2 Aus, 1 Cze, 1 Pol 
FRA 5 Als, 1 Fra 
BR I 5 Ger, 2 Cze, 2 Pol, 1 Aus 
RUS 8 Rom 
G£R 1 Cze, 6 Aus, 4 Pol, 5 Rom 

FRANCE: There were some interesting rumors 
and hearsay plans, apparently started by 
Russia, indicating an effort to keep me out of 
Alsace. I never considered this a serious threat; 
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Postal Origins 

It ought to be clear from the ORIGINS rules that 
postal play is unlike that of any other Avalon Hill game. 
Enthusiasm for postal play has never been high, and 
most players have been DIPLOMACY players rather 
than Avalon Mill game fans. About 30 postal games were 
started in 1972, including at least one in Great Britain, 
and about 25 in 1973. This year the total has dropped 
off considerably. In the past each game has been given a 
unique identifying number, but this practice may have 
been abandoned recently. For more information about 
openings for postal play contact Raymond Heuer, 
102-42 Jamaica Ave., Richmond Hill, Hew York 1 1418. 

The biggest problem with postal play, aside from 
deteriorating mail service, is that a gamesmaster <GM) 
may decide to "drop out," leaving his player? with the 
game partly finished. He may do this because of personal 
problems, or because he's bored, or even because he just 
set up the game so that he could pocket the game fees, 
though outright dishonesty of thts sort is rare. It is 
difficult to avoid this problem, which has fortunately 
become less prevalent as the average age of wargamers 
increases. All a prospective player can do is ask other 
players who the more reliable GM's seem to be. 

In the games played here, the GM used a 10 digit 
randomizer rather than the stock market results in order 
to preserve the odds of the postal play table while 
avoiding the inconvenience of the stock system. After 
all, if you can't trust your gamesmaster, you shouldn't 
be playing in the first place. The most common deadline 
length for postal ORIGINS is three weeks, since the two 
weeks suggested in the rules no longer allows adequate 
time for negotiations. In the games presented here a 
"sliding" deadline was used. The GM set a final deadline 
date, but if all moves were received prior to that time 
(and without a request to wait for -a possible move 
change) the GM immediately adjudicated the orders and 
mailed out results. Positions were determined by 
preference list (see "The Participants"). Some GM's 
assign positions by lot. 

The most important difference between standard 
FTF ORIGINS and the postal game is that placements 
are made simultaneously. Countries which place later in 
FTF ORIGINS, especially Germany, lose the advantage 
of seeing where other players have placed. The weaker 
countries, USA and France, have a chance to outguess 
the stronger countries in placement that is not available 
in the FTF game. Postal historical ORIGINS is not so 
badly balanced as the FTF game, therefore. Another 
difference is that you cannot know who is negotiating 
with whom. In FTF ORIGINS, if you see your ally going 
into a corner with your enemy you can suspect that 
something may go wrong. In postal ORIGINS players do 
not have this advantage, and this perhaps makes it easier 
to break an agreement without the former ally becoming 
aware of it before moves are made. 

Play Balance 

Edi Birsan, the player for Russia in these games, once 
said that ORIGINS is a monument to poor playtesting 
(the designer and developers are no longer employed by 
Avalon Hill, of course). Whatever the reasons, none of 
the versions of ORIGINS is well-balanced, and at least 
one country in each version has virtually no chance to 
win. The historical game is no exception. The United 
States, to my knowledge, has never won a game of 
historical ORIGINS by mail or FTF. France has won 
only seldom. Given competent play, neither of these 
countries has a chance to win, though fortunately, the 
other three countries have fairly even chances. The 
French win recorded below followed from poor play by 
Britain and Germany. 

The following statistics refer to results of the first 
recorded group of postal games to finish. The first 
number listed for each country is number of first places, 
the second is number of seconds. 

USA FRA BR RUS GER 

Historical 0-0 1-0 3-2)4 2-2 2-3V! 

All types H-1J4 TAAV, 7»-6 714-8*/. 17-7 

Play since these numbers were recorded continues to 
bear out the general proposition that in postal historical 
play, Britain, Russia, and Germany have fairly equal 
chances, with possibly a slight edge for Britain, while 
France has a small chance and the US virtually no 
chance to win. 



no one has the factors to waste there at this 
time. I'll continue to provisionally cooperate 
with Britain. I have 6 of a possible 21 points 
already and will hoard all possible strength in 
France without alienating England. At this 
point in ORIGINS, inter-player communica- 
tions deteriorate; the die is cast and remaining 
goafs are structured until the critical "guessing 
games" of 39-40. 

GERMANY: I plan a joint control of Romania 
with Russia unless he is foolish enough to 
attack at 1-1. My immediate objective is to 
disrupt the 1937 placements of France and the 
USA so to be certain that they do not have a 
combined strength in excess of 10 PFs in 
Poland. I have proposed a plan to Russia which 
could get us joint control of Poland. If Russia 
accepts he is to put all 10 PFs in Poland, while 
1 would put 14 there as well as three each to 
Austria and Czechoslovakia. If he refuses I'll 
have to put all 20 in Germany and accumulate 
PFs there for a mighty bloody 1 940, 

1936 ATTACKS 
Germany vs. USA at 3-1 in Austria: - 
Germany vs. FRA at 3 1 in Czechoslovakia: Ex 
Germany vs. USA at 3-1 in Poland: DE 

FRANCE: In line with my policy of British 
support I will allocate 10 PFs to Romania, 
placing maximum pressure on the Germans and 
Russians. Their failure to share Control in 
Romania is clearly of great interest and 
presages an English victory. I am asking the 
British for help vs. the Germans. 

BRITAIN: No comment but following move 
changes: 3 Pol, 3 Czech (common to all 3 sets) 
plus 3 Aus, 3 Ger; 2nd set - 1 Aus, 2 Rom, 3 
Ger; 3rd set - 2 Aus, 2 Ger, 2 Pol. The third 
and last change came after the games were split 
(see below). 

RUSSIA: Can't believe the Germans didn't 
agree to control in Romania - the fool! 

GAMESMASTER: When 1 read the above 
comment 1 realized that something was amiss. 
It turned out that Russia had sent an agree- 
ment to share control in Romania, but this had 
not reached me. 1 had not revealed Germany's 
offer to share control in Romania to the other 
players, since this was info they could not 
obtain in a FTF game unless Germany deliber- 
ately revealed it. 

A missed move is the responsibility of the 
player. Edi Birsan depended on the Postal 
Service, sending only one set of moves. Since 
the miss was obviously crucial to the game, we 
decided to split the game into two sections. In 
the first, Germany and Russia were allowed to 
share control as though Russia's moves had 
arrived. In the second, no change was made. 
The second is what would have resulted had 
this been a normal postal game, and not a 
demonstration. 

The games shall hereafter be referred to as 
the "Shared Control" game (SC) and the 
"Missed Move" game (MM). 

FRANCE: Continuing moves in line with my 
alliance with the British vs. the Russo-Germans. 
These placements are in places which give me 
points for Understandings. 

RUSSIA: First, a move change, switching a 
placement of 1 PF in Cze to Pol (SC). My 
overall strategy is to maintain an alliance with 
Germany for cooperation in Poland and 
Romania as well as to direct the western 
powers to support Czechoslovakia and Austria 
so as to prevent Germany from walking away 
with the game. Then, in 1938 I'll shift from 
that stance to an all out attempt to stop 
Britain, who by that time will have so antago- 
nized Germany that he will throw away his 
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chances for a win by concentrating with me on 
"Stop Britain" effort. Hopefully, Poland can 
be maintained as a constant drain on the west's 
PF's in order to allow a quick, final effort 
against British Understandings in, say, Czecho- 
solvakia and Italy. With the exclusive Russian 
control of the Baltic and Poland still free, 
Germany has a maximum of 20 points, still 
below my own of 21. France with the loss of 
the Baltic and hopefully Romania has a total 
possible tally of 21 which requires a minimum 
of 40 PFs to maintain. With a total of 54 for 
the game there is not much room for error or 
fighting anywhere. That brings us back to 
Britain as the threat. That can be handled by 
drawing the British diplomatically into a 
PF-draining gamble of trying to maintain an 
Understanding in Germany and thus preventing 
them from building large reserves for 1 940 point 
gathering. 



MM 1S37 Placements 
USA 1 Aus, 1 Cze, 2 Fra, 2 Pol 
FRA 10 Rom 

BR! 2 Aus, 3 Cze, 2 Ger, 3 Pol, 2 Rom 
RUS 8 Pol, 2 Rom 
GER 3 Aus, 2 Cze, 14 Pol, 1 Rom 

SC 1937 Placements 
USA 1 Aus, 1 Cze, 2 Fra, 2 Pol 
FRA 5 Aus, 5 Pol 
BR I 3 Aus, 3 Cze, 3 Gar, 3 Pol 
RUS 10 Pol 
GER 14 Pol. 3 Aub. 3 Cze 

FRANCE: It is interesting to note the variation 
between the moves with Romania still con- 
tested. The MM version is much more in 
Britain's favor since 1 am doing the bulk of the 
battling at this time. However, if Britain looks 
overly powerful the others may forget about 
me long enough for me to grab some quick 
Understandings at the end and win. 

GERMANY: The games have changed more 
than I had thought. The only real surprise in 
SC was USA putting 2 PF's in France. I still 
haven't figured that one out. 

MM, on the other hand, was full of suprises. 
France putting 10 PFs in Romania was un- 
believable. Russia's attempt at a double-cross in 
Romania was expected but disappointing. 
Poland would have been up for an easy grab if 
Russia had not been so greedy. 

1937 ATTACKS MM 
Russia vs. Britain at 1*1 in Poland: — 
Germany vs. USA at 3-1 in Austria: Ex 
Germany vs. USA at 2-1 in Czech: DE 
Germany vs. US & Rus at 2 1 in Poland: Ex 



1937 ATTACKS SC 

Germany vs. USA at 3-1 in Austria: — 
Germany vs. USA at 2-1 in Czech: Ex 
Germany vs. USA & France at 2-1 in Poland: Ex 



GAMESMASTER: Once again Russia made a 
procedural error. He did not submit moves for 
'37 attacks, and so I used general orders 
submitted a few turns before. Obviously, 
Russia wanted to attack Britain at 2-1 in 
Poland in the SC game so that he could share 
control with Germany, who was eliminating 
the French and USA. His orders were mis- 
written and so instead he did nothing and 
Germany and Russia lost their opportunity to 
gain Poland. A postal multi-player game cannot 
be halted in order to let a player rewrite 
sloppy orders; and in this case it was possible 
that Russia intended to miswrite his orders; a 
tactic not unheard of. 

MM 1938 Placements 
USA 2 Aus, 1 Cze. 3 Fra. 2 Pol 
FRA 5 Cze, 5 Rom 
BRI 3 Cze, t Ger, 7 Pol, 3 Rom 
RUS 4 Aus, 6 Cze, 2 Rom 
GER 24 Ger 
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SC 1938 Placements 
USA 2 Aus, 1 Cze, 3 Fra, 2 Pol 
FRA 5C*e, 5 Pol 
BRI 4 Aus. 3 Cze, 7 Pol 
RUS A Cze, 6 Fra, 2 Pol 
GER 24 Ger 

FRANCE: I have little else to do except hoard 
points in France. My moves continue to 
cooperate with Britain and I am informing him 
accurately of my moves. The difference in the 
games is obvious; in SC the Russo-Germans 
have more points and an easier disposition of 
factors and should, presumably, do better. I 
still have a possible score of 21 points if the 
others overlook me. 

RUSSIA: In SC 1 must remove some of the 
French PF's so he doesn't have enough to 
cover all bases. In MM I must punish the 
Germans for their transgression and establish a 
hard-nose policy against stabs for influence of 
future games. 



MM 1938 ATTACKS 
Russia vs. Germany and BriTaln at T1 in Romania: — 
Germany vs. USA at 3-1 in Austria: Ex 
Germany vs. USA at 6-1 in Czechoslovakia: DE 
Germany vs. USA at 5-1 in Poland: DE 

SC1938 ATTACKS 
Russia vs. France at 2-1 in Poland: Ex 
Russia vs. USA at 4-1 in Czechoslovakia: DE 
Germany vs. USA in Czech and France i n France: already 
eliminated 

FRANCE: The Russo-Germans seem to be 
using overkill in SC. I can't see expending the 
effort to defend my 1 point Understanding in 
Austria, so I will use the same basic plan in SC 
as in MM. 

BRITAIN: Things are looking really good. I 
should win both games. Outguessing Germany 
was the key. I had enough factors there to 
keep him from getting a 2-1 on my Under- 
standing, which will keep him from attacking 
me. I plan to reinforce in Germany and save 
10 factors for 1940. 



GERMANY: I'm unhappy about the progress 
of both games. If it were not for the many 
blunders by Russia, Poland would be safely in 
our hands. So would Romania in MM. He just 
might have given the whole works to Britain. 
In MM, Romania is closed for good, it's not 
worth the effort to bust up France and Austria 
will be a tough nut to crack by the time I get 
Britain out of Germany. Things are equally as 
tight in SC. 



MM 1939 Placements 


USA 


5Bri, 5 Rus 


FRA 


7 Fra, 5 R U s 


BRI 


7 Bri, 9 Ger 


RUS 


2 Bri, 12 Rus 


GER 


28 Ger 


SC 1939 Placements 


USA 


5 Bn, 5 Rus 


FRA 


7 Fra, 5 Rus 


BRI 


7 Bri, 9 Ger 


RUS 


14 Rus 


GER 


28 Ger 



GAMESMASTER: I asked Britain why he 
chose to save PF's in Britain rather than make 
his Understanding in Germany 2-1 proof. He 
replied that he left 7 in Britain because he had 
4 more Understandings to pick up and only 1 8 
PF's to do it with on the last turn. He wanted 
enough to pick them up plus a few extra for 
insurance. If the German attack succeeds, he 
blew it. If it fails, he comes out smelling like a 
rose, 

I also asked Germany to elaborate about the 
Russian blunders he referred to. He cited the 
Russian "loss" of his orders to share control of 
Romania as paramount. This split the game 
and gave the Allies a chance to reevaluate their 
moves. The second blunder was the way he 
wrote his orders for his attack in Poland. Had 
he attacked Britain at that juncture they would 
be sharing Poland and Romania. It also would 
have given Germany the opportunity to take 
Austria and still have the strength to bar a 
Russian Understanding in Germany. Edi's 
blunders may have been planned, but if so he 



Scoring an Origins Tournament 

ORIGINS is potentially a good tournament game, it is short, simple, and accommodates many players. 
Unfortunately, the great lack of balance must be overcome so that a tournament will be fair. The method which 
most gamers would try first is to assign handicapping points. But such attempts can only create new imbafance, 
because it is very unlikely that anyone can have enough playing experience, with top quality opponents, to know 
exactly what handicapping values ought to be. 

The following method eliminates the need lot attempts at objective judgements. Players are compared only with 
persons in the tournament who are playing the same country, on the basis of total points scored, and of their place 
in their specific game. The reason for the latter ts to prevent alliances designed to score points without regard for 
who wins the game. The players for each country are ranked according to points scored, with one tournament point 
given to the player at the bottom, two to the next, and so on. Tournament points for place are assigned In the same 
way. Ideally, each person ought to play at least three games in order to decrease the effects of poor fuck in one 
game. Here is an example using 5 players in 3 games: 





GAME ONE 




GAME TWO 




GAME THREE 


Player 


Country 


Pts 


Place 


Country 


Pts 


Place 


Country 


Pts 


Place 


Al 


USA 





5th 


GER 


22 


1st 


BRI 


21 


2nd (tie) 


Bill 


FRA 


12 


3rd 


USA 


5 


5th 


GER 


22 


1st 


Cal 


BRI 


t9 


1st 


FRA 


11 


3rd 


RUS 


21 


2nd (tie) 


Dan 


RUS 


10 


4th 


BRI 


19 


2nd 


USA 


3 


5th 


Ed 


GER 


14 


2nd 


RUS 


10 


4th 


FRA 


8 


4th 



COUNTRY PERFORMANCES 

High (3) 2nd (2) Low (1) 

USA Bill 5 Dan 3 Al 

FRA Bill 12 Cal 11 Ed 8 

19 tie Dan 19 tie 



TOTAL POINTS 

Game 1 Game 2 Game 3 Country Total 

Al 1 5 314 6V> 16 

Sill 3 1 5 8'/= 17V4 



BRI Al 

RUS Cal 
GER Al 



21 
21 
22 tie 



Cal 

Dan 



10 tie 
22 tie 



Ed 



10 tie 



Cal 

Dan 



3% 
1 



6K 



18 

12 



11 



Cal wins the tournament. Note that Bill was stuck with playing both USA and France. He played well with those 
countries, however, and that showing gave him enough points to move ahead of Al. On the other hand, Ed did not 
have to play United States and also played Russia and Germany, two strong countries. If the country comparison 
had not been used, he would have been fourth, not fifth, primarily because he had the strongest set of countries. 
This scoring system helps eliminate unfair comparisons. 



oniy prevented a German win and did not set 
up a Russian one. 

MM 1939 ATTACKS 
Russia vs. France in Russia at 2-1 : — 
Russia vs. Britain in Romania at 2-1 ; Ex 
Germany vs. Britain in Germany at 2-1: Ex 
Germany vs. Russia in Czech at 1-1: — 

SC 1939 ATTACKS 
Russia vs. France in Russia at 2 I : Ex 
Russia vs. USA in Poland at 3-1 : — 
Germany vs. Britain in Germany at 2-1: — 
Germany vs. USA in Poland at 6-1 : DE 
Germany vs. Russia in Czech at 1-1 ; Ex 

FRANCE: With the last move my only 
problem is allocation of insufficient resources. 
I must go where the points are. 

The USA score will be higher than usual, 
mainly due to the defensive blocking of the 
Russo-Germans - particularly in MM. The 
Romanian maneuver and British-German con- 
frontation in Germany have given the game an 
unusual flavor. 

GERMANY: If my placements appear to be a 
desperation move with the hope that the Allies 
cut each other's throats it is because they are. 
The Russo-German situation has been one 



The Nature of the Beast 

A person accustomed to Avalon Hill's other wargames 
must be careful to recognize the differences between 
those games and ORIGINS. 

1) ORIGINS play requires a different type of 
thinking because it is a multi-player game. The differ- 
ence between a multi-player and a multi-commander 
game is much greater than the difference between the 
latter and a two-player game for this reason: players in a 
multi-player game are free to choose and change sides; 
players in a multi-commander game have no freedom to 
change — enemies and friends (or non-enemiesl are 
determined by the game and remain the same through- 
out. ORIGINS is not a good example of a multi-player 
game because the history conditions tend to force an 
east vs. west alignment on the players, but the choice is 
available, and some peculiar-looking combinations can 
result. 

2) The complexity and much of the action in 
ORIGINS is not visible. It is the interaction between 
players that is most important, and this is much more 
complex than anything in the actual moves and attacks. 
Player comments help give some idea of what is going on 
"behind the scenes." 

3) Mechanically, ORIGINS is a very simple game. 
This in itself is good in a multi-player game, but the 
play-balance is so poor, and the luck factor so high, that 
it is relatively easy for a player to reach his maximum 
proficiency. In many respects ORIGINS is an excellent 
parlor game, but most wargamers prefer sterner stuff in 
their wargames. 

4) It is impossible to say flatly of ORIGINS, 
"such-and-such a move or tactic is best." ORIGINS is 
not open to the kind of nearly rigid analysis one can 
provide for the German move in BULGE, the Russian 
set-up in STALINGRAD, or the best invasion beach 
defense in O-DAY, Such analysis can be made because 
there is only one opponent, and each player has (very 
approximately) one half of the forces in the game. The 
ideal in a two-player game is to devise sets of moves such 
that the opponent can do nothing to save himself. You 
attempt to maximize your minimum gain. Theoretically 
it is possible to do so through the use of mathematics 
(game theory |. ORIGINS is more subjective, more 
psychological, more intangible. The theoretical 
ORIGINS player who never makes a strategic or tactical 
mistake cannot win if his negotiations prove fruitless. 
Even the stronger nations are effectively only one-fourth 
of the strength in the game. (I am not referring to 
counting PF's - PF's can only he considered in relation 
to objectives, so that Britain and Russia are as strong as 
Germany although they have fewer PF's.l No ORIGINS 
player can "go it alone" and win, given decent play by 
the other four. Game theory and mathematics won't 
help here. In fact, it is very difficult to advise a new 
player in the psychological aspects of negotiations. 
Experience and native ability count for much more than 
any amount of written instructions. 
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Origins Bourse 



The Bourse (currency market) game was developed 
for bystanders of face-to-face multi-player games, but it 
is better suited to postal games. In many cases the 
players of the game around which the Bourse is based 
(Origins in this case) are also players in the Bourse. 
Origins is particularly easy to use for a Bourse because 
no country is eliminated, and all countries have a simple 
point-score at game end. The following rules are one of 
the many forms of Bourse, this one designed for postal 
play. It can easily be adapted for FTF play using a 
chalkboard, play money and tokens. 

1. At the start of the Bourse, each player has 500 
units of each currency (United States-dollars, Germany- 
marks, France- francs, Russia-roubles, England-pounds} 
plus 10,000 gold units (G). 

2. When the Bourse begins, players start sending in 
"bids" (i.e., prices they are willing to pay per unit of 
currency they are interested in buying) and "offers" 
(i.e., prices at which they are wilhng to sell currency). 
All prices are in G, and all bids and offers must include 
amount as well as price. 

3. As soon as any bid is equal to or greater than an 
offer for a given currency, sale takes place. If the bid Is 
greater than the offer, the difference is split. 

4. When a bid is less than any offer, no sale takes 
place. 

5. In cases of multiple bids/offers received on the 
same day, the highest bids and lowest offers are 
executed first. 

6. Bids and offers are accepted continuously 
throughout the Bourse. 

7. Bids and offers may be conditional of events in 
the game, or fluctuations m price (e.g., "sell 50 marks at 
86 if the price of pounds drops to 70 or if Russians in 
Poland destroy US there without loss"). 

8. Fractions may not be used in bids or offers. Bids 
and offers remain valid ("outstanding") until withdrawn 
or supplanted. Sph't bids and offers are allowed (e.g., 
"buy 200 marks at 75 and 200 marks at 78"). 

9. Bids and offers may be accompanied by a 
stamped, self- addressed envelope or postcard for the 
gamesmaster to use in notifying the player making a bid 
or offer upon execution of same. 

10. The state of the market as of four days before 
the deadline for each turn of the Origins game 
(placements or attacks} shall be published with the move 
results of the game. Information given shall include 
a) sales, including amount, price, seller's name, buyer's 
name; b) highest bid/lowest offer outstanding; c) if space 
allows, other bids and offers outstanding, 

11. During each interval between deadline dates, the 
gamesmaster shall put ten units of each currency up for 
auction to the highest bidders during each period. Bids 
shall be accepted, in G, on individual units of each 
currency, and must state a) number of units on which 
bid, and b) price per unit willing to pay. Closing date for 
each period for receipt of bids shall be four days before 
the Origins game deadline. Unsold currencies will be left 
to accumulate from period to period. 

12. All transactions must be made through the 
gamesmaster. G may not be loaned or given away. 

13. At the end of the Origins game the currency held 
by each player shall be redeemed for G. The amount of 
G shall equal {per unit) the number of points scored by 
that nation at the end of the game, plus 10 points added 
to the winning country's total {divided in case of a 
draw), times 5. The winner of the Bourse is he who 
holds the largest number of G after this redemption. For 
example, if the score is USA-G, FRA-20, GER-20, 
BR1-14, and RUS-12, the player receives the following 
G: 



Country Points scored Points for first G/unit of currency 

USA 6 30 

FRA 20 5 125 

BRI 14 - 70 

RUS 12 - 6Q 

GER 20 5 125 

Then if the player has at game end 4,000 G, 20 

dollars, and 5,000 marks, he holds 629,600 G after 
redemption. 



The object of the Bourse is to 1 ) buy currencies at 
low prices and sell them at higher prices, clearing a prof it 
equal to the difference in prices, and 2) buy currencies 
for less than their final value, and sell them for more than 
their final value — this means that a person who 
accurately predicts the final score, and who therefore 
has a better idea of what prices he ought to pay for 
currencies, will do better than another player who fails 
to correctly estimate what the outcome will be. Both 
methods must be used. A player who tries to win solely 
by profit-taking, or solely by predicting the final 
outcome accurately, will seldom succeed. 

As an example of 1) a player places a bid of 100 G 
for 50 marks, and a second player is willing to sell at 
least that many at that price. The first player pays 5,000 
G to the second and receives 50 marks. (Of course, all 
transactions actually take place through the games- 
master, but this is in effect what occurs.) Later the first 
player offers to sell 50 marks at 110, and a third player 
bids to buy that many at that price. The first player 
receives 5,500 G for the 50 marks, compared to the 
5,000 G he originally paid for them - a profit of 500 G 
or TOG/mark. 



For example of 2), if a player thinks that the United 
States will have zero points at the end of the game he 
will not wish to buy dollars at any price unless he is sure 
that he can sell them again at a higher price. He expects 
dollars to be worthless at game end. If a player expects 
Germany to win with 20 points, then he can calculate 
that German currency (marks) will be redeemed for 
{20 + 101 X 5 or 150 gold units per mark. Therefore the 
player ought to be willing to pay up to 149 G for each 
mark he buys if he intends to hold them until the end of 
the game. He ought to be willing to sell marks for more 
than 150 G f because this would be more than he expects 
to gain from holding marks at the end of the game. Of 
course, calculations are rarely so certain because no one 
is sure how the game will end. If in the above example the 
player bought marks for 140 and held them, and Germany 
scored 20 but did not place first, marks would be 
redeemed at 20 X 5 or 100 G, and the player would lose 
40 G per mark on the total transaction. 

Sample first period (before the deadline for first turn 
placements) Only three players shown — normally there 
will be many more. 

Player A. Sell 500 dollars at 35. Buy 100 marks at 100. 
Bids for GM currency; 10 dollars at 1 5, 10 roubles at 
80, 10 marks at 100, 10 pounds at 80, 10 francs at 
20. 

Player B. Sell 500 dollars at 15. 

GM currency: 10 dollars at 10 r 10 marks at 90, 10 
roubles at 85, 10 pounds at 90, 5 francs at 35, 5 
francs at 25. 

Player C. Buy 300 dollars at 20. Sell 400 marks at 105. 
Buy 100 roubles at 100. 

GM currency: 10 dollars at 20, 10 marks at 95, 10 
roubles at 100, 10 pounds at 80, 10 francs at 30. 

Transactions: C buys 300 dollars from B for 17VaG 
each. 

Outstanding: Offer* Bids 

400niarksai 105(0 100 roubles at 100 (C) 

200 dollars at 15(B) 100 marks at 100 (A) 
BOO dollars at 35 (A) 

GM currency sold: 10 dollars to C for 20G each, 10 
marks to A for 100G each, 10 pounds to B for 90 each, 
10 roubles to C for 100 each, 5 francs to B for 35 each, 
5 francs to C for 30 each. 

Probably next turn C will lower his asking prfce for 
marks to 100 in order to sell them to A, He might hope 
that A will instead raise his price, but C spent a large 
number of G on the first turn and needs to seM 
something in order to continue buying in large amounts. 

In order to avoid stagnation, it may be necessary to 
introduce G into the game (to replace that leaving for 
GM currency). This can be done at a flat rate, or as 
dividends for currencies which rise in price. 



Q 



brought on by lousy communications. Birsan 
has not answered any of my proposals and his 
moves did not reflect any willingness to abide 
with joint efforts. I've therefore had to assume 
our alliance is broken although I would still 
share control of Romania and Poland if he is 
willing to do the same. 



MM 1940 Placements 
USA 5 Bri, 6 Fra, 2 Rus 
FRA 5Cie, 5 Bri.B Ger. 5 Its. 2 Rus 
BRI 7 Fra, 5 Ita, 1 Pol. 5 Rus, 7 USA 
RUS 2 Cze. 1 2 Fra. 5 Bri, 9 Ger 
GER 5 Ita, 30 Aus, 1 Cze, lORus, 16 Pol 



MASTER COMMENTS 

Because the GM does not see player correspondence, 
it is more difficult to comment on the course of a game 
than it would be tor a two-player game. On the other 
hand, ORIGINS is a very simple game - so simple that a 
reasonable computer program of play could be written, 
something virtually impossibie for BULGE or STALIN- 
GRAD, for example. Because the game is so simple, a 
player can quickly master the mechanical aspects and 
concentrate on the psychological field of play. All of the 
players in this game have excellent records, and the 
mistakes that were made are pointed out by the players 
themselves, especially by the almost prophetic French 
comments. Remembering that no amount of explanation 
can substitute for study of the course of the game, I will 
make only a few general comments. 

Remember that ORIGINS is a game, and not an 
accurate simulation. It does not necessarily follow that, 
because Germany and Britain were actually friendly 
until 1938, they must have the same relationship in 
ORIGINS in order for Germany to win. The level of 
abstraction of ORIGINS is very high, and most players 
feel no sense of history when they are playing the game. 
Think of the players as players, not as Great Powers in 
the inter-war era, and you'll probably play better. As an 
example, if you tried to play according to realistic 
objectives, all powers would scramble for understanding 
with Italy early in the game. (In tact, anyone who has 
seriously studied this period surely wonders why Italy is 
not a player - the explanation in the Designer's Notes is 
terribly weak.) But to do so in the game would be a 
serious error. As you can see, no one in the games 
presented here moved to Italy until the last year. 

Basically, the United St3tes tended to dissipate its 
factors and make obvious errors during the midgame, 
France and Britain played almost flawlessly, Germany 
had problems but made a fair try, and Russia lost both 
control and interest. Germany's comments indicate 
correctly that, while Russia's procedural blunders may 
have been intentional, if they were he cost himself any 
realistic chances at a win. Since Edi Birsan is a player 
who isn't satisfied with trying for second when a win 
becomes unlikely, I think bis blunders were simple 
carelessness and not planned. He started out well, but 
when he saw that the western powers were working 
together, he should have maintained steady communi- 
cation with Germany in order to hold Britain and France 
down. If he had done so adequately, without offending 
Britain or France unduly, he would have had good 
chances for a win by "going it alone" on the last turn. 
The United States was not much of a factor except on 
the first and last turns. At times he spread his PF's 
around so that they could be picked off by Germany, 
who had nothing else to do anyway las in 1937). These 
PF's would have been more effectively used in larger 
masses if the US player had been more careful. Germany 
was outguessed a number of times, but basically there 
wasn't much he could do without active Russian 
cooperation. France's comments are an especially good 
guide to the entire game. In Britain's final statement, he 
should have pinpointed the Understanding in Germany 
as the key to his plan. Without it, he could not have held 
Poland and Czechoslovakia. 

Note that all the players were more or less hostages to 
lady luck, A different result in a number of last turn 
attacks would have altered the final ranking. The last 
turn in ORIGINS is almost always a mad scramble for 
points, with many low odds attacks. Game SC was 
relatively quiet in the last turn, but MM was fairly 
typical. 
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SC 1940 Placements 
USA 5 Bri, 5 Fra, 2 Rus 
FRA 5 Cze. 5 Rus, 5 lta,7 Bn 
BRI 1 Pol. 7 Fra, 7 USA, 5 lla, 5 Rus 
RUS 6Cze. 6 Bri, 13 Ger 
GER S Rus, 4 Pol, 2B Cze 1 Aus 

BRITAIN: In SC. I'll probably get 25 points. 
I'll probably get Russia, Italy, and France 
barring successful 1-1's from Germany or 
France, France, and the USA respectively, 
Germany will attack me in Germany and if 
unsuccessful, I should get all 25, If he does 
break my Understanding, he'll either just 
attack me in Czechoslovakia or all of us. 
Poland is another 1-1. If I lose Poland, though. 
Russia could win if he shares control with 
Germany. 

MM is more interesting. I can get 22 at most 
and my Understanding in Poland and potential 
Understandings in France and Russia are in 
jeopardy. If I get 22, I'll win. I can afford to 
lose Russia or Poland because no one will be 
able to beat me. But if I lost both, either 
Russia or France could win. 



The Gyp Factor 

The term "luck factor" has been used in Series 
Replays to signify the degree to which combat results 
have diverged from the expected averages in favor of one 
player or the other, or both. Such a mathematically- 
based concept is not really valid in ORIGINS for two 
reasons. First, the concept is based on an average, which 
h less valid as there are fewer attacks. In ORJGfNSsome 
countries seldom if ever attack, as France in the present 
games, and perhaps only Germany attacks often enough 
to make the mathematical average useful. Second, in 
ORIGINS much more than in the common type of 
Avalon Hill game, a single attack can make or break a 
player. No average can adequately reflect this. 

This leads to the concept of the "Gyp Factor." Given 
competent play by his opponents, i.e., experienced, not 
too imaginative play without many mistakes and no 
serious errors of judgement, how often will Suck cost an 
"expert" player a win? (NOTE: considerably less than 
half of all players can be considered competent by this 
definition.) Given the absence of luck, the expert will 
win every time in a two-player game against a competent 
opponent. As the degree of luck intruding into the game 
increases, the more often the expert wilt lose because his 
luck is bad, or his opponent's is good. In the latter part 
of the range of possibilities, the expert doesn't win much 
more often than the competent player. The expert, then, 
is gypped by the game. Multi-player games are not 
inherently greater "gyps" than two-player games if you 
allow for the difference in number of players. That is, an 
expert pteytng with four competent players would win 
more than one-fifth of the time if no ruck were involved, 
and he would seldom lose outright {i.e., there would be 
many draws). ORIGINS, however, has a very high gyp 
factor because single attacks are so pivotal in the latter 
stages of the game. 

The most obvious effects of luck are seen in the 
German attacks on Britain in Germany in 1939. In MM 
the attack succeeded, and Germany scored higher and 
placed better than in SC, where the attack failed. Britain 
scored much better in SC, where his understanding held 
up. The following table shows the theoretically possible 
range of scores before the final attacks, and helps 
indicate how much luck can affect the outcome. 

MM 



Country 


highest 


lowest 


actual 


USA 


15 


4 


9 


FRA 


19 


11 


17 


BRI 


22 


S 


19 


RUS 
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11 


GER 


15 

SC 


12 


12 


Country 


highest 


lowest 


actual 


USA 


11 
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11 


FRA 


17 


14 


17 


BRI 


25 


17 


25 


RUS 


25 


10 


19 


GER 


15 


9 


9 



At the beginning of the game my feeling was 
that if I held on to Czechoslovakia and Poland 
I'd win. Minor plans of equal importance were 
to gain an Understanding in Germany as soon 
as possible, help enforces areas that Germany 
could control, and have at least 20 factors 
going into the final turn, I think my plan has 
been proved correct. 

MM 194Q ATTACKS 
USA vs. P ussia i ri Bri tai n at 1 -1 : DE 
USA vs. Britain in France at T-1; AE 
USA vs. France in Russia at 1-1 : AE 
Franca vs. Russia m Romania at 2-1: — 
Russia vs. Britain in France at 1-1 : AE 
Russia vs. Britain in Czech at 1-1: AE 
Russia vs. France in Germany at 1-1 : DE 
Germany U S. Britain & Russia m Austria at 4-1: Ex 
Germany vs. Britain in Russia at 2-1 : Ex 

SC 1940 ATTACKS 
USA vs. Russia in Britain at 1-1 : DE 
USA vs. Britain in France at 1-1: — 
USA vs. France in Russia at 1-1: — 
Germany vs, Britain & Russia in Germany at 1-1 : AE 
Germany vs. Bri, Rus, and France in Czech at 1-1 : - 
Germany vs. Bri in Poland at l-t: — 
Germany vs. France In Austria: — 
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convention sites and through play-by-mail tech- 
niques. All those who are interested in the 
"play-for-pay" methods of the PWA should in- 
quire with their treasurer Allan Edsell at his 2630 
Forest View Dr., Antioch, TN address. Yearly 
membership in the PWA is $4.00. 

There will be many other events for those who 
are eliminated from the boardgaming champion- 
ships. Smaller specialty competitions will be 
started from time to time throughout the 3 days 
of the convention. Diplomacy, miniatures, and 
fantasy games - to name just a few will be on 
hand. Entry fees for these events will probably be 
token and will not exceed $1.00 although the 
winner of all events will receive handsome 
trophies and probably games as well. On hand 
will be luxurious dealer space for all who wish to 
attend. Dealer inquiries should be addressed to 
Donald Greenwood c/o Avalon Hill. All of this is 
scheduled for the weekend of July 25th-27th. See 
the ad in this issue for further details. We'll 
announce further developments as plans are final- 
ized. 



One of our biggest questions at Avalon Hill 
these days is what to do next. There are so many 
companies producing so many games {both good 
and bad) that it is becoming hard to find a 
worthwhile title. In the past we've tried to avoid 
subjects already done by others but that policy is 
becoming more and more difficult to follow. We 
may have to abandon it altogether for doing 
already published subjects — but doing them 
better. You can help us to make up our mind by 
specifying those games from the following list 
which you would definitely be interested in 
buying. Merely match the numbers with those 
found on the Readers Response page and mark 
the appropriate choices. 

11. Nuclear War — The final wargame. The 
USA and USSR weigh peacetime maneuvers and 
defense spending trying to win the cold war. If 
war breaks out ICBMs, SAC, and other modern 
weaponry proceed to bring an abrupt end to 
mankind. 

12. Trafalgar - Ship to ship action in the days 
of sail. Scenarios range from individual ship 
actions in the Revolutionary War to fleet actions 
of the Napoleonic era. 

13. Armor — The tank game. Fought with 
miniatures rules which make a battle royal over 
each vehicle. Such things as penetration, slope of 
armor, angle of trajectory, etc. influence every 
shot. 

14. Squad Leader — A WWII man-to-man game 
wherein each counter represents a single fighting 
man. 

15. Star Conquest — Strategic game of inter- 
planetary conquest set in the year 2200. 

16. Star Trooper — Tactical game of ship-to- 
ship combat in outer space. 

17. Legion — Ancients game which sets the 
Roman Legion against a variety of opponents in 
many scenarios. 

18. Fantasia — Do battle with dragons, 
dwarves, wizards and magic swords. 

19. Das Afrika Korps - The Panzer Leader 
treatment of Panzerblitz applied to the African 
theatre. 

20. Streets of Moscow — An expansion of 
Panzerblitz; special rules for street fighting. 

21. Napoleonic Europe — The 1776 style treat- 
ment of Napoleon's Campaigns. 



Continued on Page 30 
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The Southern Gambit 



by Gary Gygax 



AN ANALYSIS OF A RUSSIAN 
DEPLOYMENT IN STALINGRAD 



A gambit is by definition an opening move 
which offers a sacrifice to gain some advantage in 
position, thus inviting discussion. What is not said 
is the correlation to the advantage of position; 
that is, the advantage in position is desirable for 
it should eventually allow the gambit-user to regain 
his loss with appropriate interest. Most gambits 
have an element of risk involved, and thus they 
are always open to argument pro and con. They 
are particularly interesting because the more wild 
among them offer a possibility of gain com- 
mensurate with the chance of loss first hazarded. 
The Russian ploy herein called "The Southern 
Gambit" has appeal for several reasons. 

First, it is coupled with a basically sound 
defensive set-up which allows a strong attack in 
Finland and a firm defense elsewhere. The posi- 
tions, reading from north to south, for the 
Russian units are: 
Finland : 

B36(2)4-6-6; D36 (2) 4-6-6; G34 4-6-6, 5-7-6; 
J31 (2) 5-7-4. 
North and Centra] Fronts: 

R18 4-64, 5-7-4; S18 7-10-4; U18 2-3-6; XI 5 
2-3-6; YI6 (2) 4-6-4; Z16 (2) 4-6-4; AA15 
7-10-4; BBI5 (3) 5-7-4; CC14 (3) 5-7-4; EE12 
6-9-6; AA23 2-3-6 
Southern Front: 

JJ 12 5-7-4; KK14 4-6-4; NN13 4-6-4; NN14 (2) 
5-7-4; NN15 4-6-4, 5-7-4 

An analysis of the German attack possibilities 
on each hex along the front line will reveal that 
the defense is a reasonably sound one which 
offers but one seeming flaw, the italicized posi- 
tion and unit in the south which will be dealt 
with after the other positions have been 
examined. (Units in Finland are disregarded here- 
after.) 

There are some attack possibilities, but they 
are positional, and the cost in soak-off units will 
probably be high. Hex XI 5 offers a positional 
advantage if the attack comes from Y15 also, for 
the units which remain at Y15 after combat 
resolution will impinge upon hex Y16, thus 
negating it for any future defensive role, ex- 
cluding the possibility of a counterattack from 
this hex - a highly unlikely probability. How- 



ever, the gain is doubtful, for the first turn 
defense often grants this hex anyway. 

A 7-10-4 on AAI5 is a must for any initial 
Russian deployment, for a unit of not less than 
nine defense factors is required on this hex, and 
because the 7-10-4 will be necessarily positioned 
at V19 eventually (Russian second turn usually), 
it is the choice unit to place at AA15. A 5-7-4 
(regardless of what else goes on the city) will 
allow a 3-1 and impingement on Hex BBI5. 

Hex BBI5 is a key position, for if the Germans 
place it in their ZOC the front is effectively cut 
in half, and units being switched from north to 
south and vice versa must pass around the eastern 
end of the marshes. While this will become an 
eventual necessity, this initial deployment (like 
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most others) does not contemplate the detour. 
But while an attack on AA15 or BB15 does not 
leave the Germans much hope of controlling 
BB15, and this includes an attack all down the 
line (X15 at 7-1 with a soak vs. YI6, a soak vs. 
Z16 and BB15, and two units each from Y15 and 
BB14 and three units from AA14 attacking the 
7-10-4 at 2-1) for there is a good possibility that 
an "A BACK" or "A ELIM" will come up, while 
an exchange leaves the Russians in a fair counter- 
attack position. There is though, a slightly 
superior chance with another combination, and it 
is usually less costly in either success or failure. 

Some form of attack is usually staged against 
the units on CCI4, and for this reason many 
players opt for a sacrifice on EEI2, but this 
offers the Germans too easy a gain, I believe. The 
standard method of attack against these units is a 
series of three l-2's versus the 3 5-7-4's made in 
hopes of an exchange (imagine two!). The possi- 
bilities inherent in throwing one attack with a 
4-4-4 and another with a 4-4-4 and a 3-3-4 
against the two remaining 5-7-4's are quite inter- 
esting. The real threat, however, is a 4-1 versus 
one 5-7-4, with two of the attacking units, 
probably two 8-8-6's being placed on BB14. 
While soaks will have to be made against the 
7-10-4 in Brest', the 42 defense factors behind 
the river (BB15), and the two remaining 5-7-4's 
on CCI4, there is absolutely no possibility that 
the units on BB14 will be elsewhere after 
combat. The front will be cut and a counter- 
attack required. No matter; there is usually no 
difficulty in using the 7-10-4, three 5-7-4's, and 
two 4-6-4's to counter with a 3-1 against one of 
the 8-8-6's and throw a good old 1-2 versus the 
other. If the Russians get lucky there, it is about 
time for Jerry to toss in the sponge. In any event 
this series is a threat to the Soviets even if it is 
hazardous to the Nazis. Most German players are 
hesitant to throw away the necessary units (like 
the 7-7-6 Panzer Corps which must soak against 
the three 5-7-4's at BB15) so it won't arise to 
worry the Russian defense often. This brings us 
to the gambit. 

Other than the obvious throw-aways (U18, 
X15 and NN13, and there is a word or two to 
add about the latter momentarily), the unit 
defending on KK14 seems to be the only other 
"safe" one to attack. It is a gambited unit, and it 
is not safe to attack. An astute opponent will 
quickly recognize this and decline the offer, but 
most assuredly there will be those who will 



PAGE 25 



THE GENERAL 



accept the gambit, and here is where the Russians 
can have a bit of fun early in the game. (What 
Soviet player doesn't grow a little weary of 
endlessly retreating and sacrificing while enough 
replacements are hoarded for the staging of a 
counterattack late in the game?) The gambit is a 
two-part one, and the second part is the hoped 
for. 



Should the German decline to advance after 
accepting the first part of the gambit, you have 
at least attained the goal of having him deploy 
too much of his strength in the south. If he 
advances with infantry units, the counterattack 
can be made from behind the river at good odds 
with nothing lost anyway as far as positions on 
the first Russian move are concerned, and there is 
no necessity for a costly soak' against 24 defense 
factors of armor doubled because of rivers! Any 
counterattack will require slightly greater com- 
mitment to the southern front than usual, but 
there is never a need for so many units as to 
jeopardize the defense in the north or center. The 
heavy concentration of Panzers in the south 
reduces German attack potential sharply, and the 
entire affair is over quickly if a counterattack is 
made. If none is staged, then there is no 
requirement for more than the usual number of 
units to the south, for three 8-8-6 's are still not 
sufficient to get 3-1 against a doubled 5-7-4 from 
but two hexes. 

The deployment of three eight factor units in 
the south decreases German attack potential else- 
where, while even assuming the aid of three 
5-5-4's, the attack potential of these units, given 
two hexes to attack from is either 39 (six units 
attacking) or 34 (five attacking, one soaking"). 
Note that a 5-7-4 doubled or two little 4-6-4's 
doubled become 3-1 proof in the south, because 
three 8-8-4's are too much and too little all at 
the same time. 

As a final note there is a way for the Germans 
to accept the "Southern Gambit" and perhaps 
make some gains. The German sets up on NN1 1 
in order to reinforce the KK14 area on the July 
move, or better still (for him) attacks the unit at 
NN 1 3 despite the necessity of a rather costly 
soak. Coupled with strong committments along 
the northern Hungarian border (MM) and the 
inclusion of yet another 8-8-6 in the southern 





DIAGRAM 3: Russian counterattack on KK14. One 8-8-4 is 
attacked at 31 to 8 (3-1) surrounded, a 4-6-4 IJJ14) soaks at 1-4. 
and the 4-6-4 at MM13 soaks at 1-3. Units not indicated by arrow 
amve from the central front Ihexes Y16, AA15, 8B15 or CC14J. 



DIAGRAM 2: Typical attack on hex BB15, with two 8-8-6's 
remaining after combat resolution, A strong counterattack can be 

Panzer force, it seemingly gives the Russians 
serious problems. That, however is a topic better 
discussed in another article. As a final word of 
advice, don't try the gambit on your toughest 
opponent, for he'll spot it in a minute (unless 
he's used to you blundering and will think it 
nothing more than yet another mistake). Hook 
the unsuspecting, and have some fun. 

First, in order to attack KKI4 the German has 
to move from hexes LL and MM 12. Of course, in 
order to get that 3-1 he will have to commit a 
good portion of his armor to the South (generally 
a mistake in any event, and that also will be 
covered a bit later). The most "economical" force 
for such an attack is three 8-8-6's and three 
4-4-4's (two of the latter to give if an exchange is 
rolled). So at least the nasty stack totalling 24 
combat factors will be confined to the southern 
front for quite a number of turns where it will be 
relatively harmless. In addition, the attack on 
KK14 from MM12 will preclude the possibility of 
any units attacking NN13 from LL13, thus 
undoubling that position (unless the German 
commits still more armor to the south!); so any 
attack on NN13 would have to come from river 
hexes, with a 3-1 requiring an extensive soak-off 
cost. With the seeming gift of the unit on (CKI4, 
there is a good possibility that any attack on 
NN13 will be shelved, figuring that the result of 
the KK14 attack will negate the usefulness of 
that hex anyway, and the position will be gained 
without loss to the Germans. 

The second part of the gambit is the invitation 
inherent in a 3-1 attack on a doubled position: 
advance after combat. If the unwary German 
advances his powerful stack of 8-8-6's, he will 
have neatly thrust his proverbial neck into your 
noose. The unit at NNI3 will preclude any likely 
aid reaching the units which attacked KK14. 
Note the diagram which illustrates the positions 
typically held in such a case: 

The Russian counterattack against the Panzers 
is a 3-1 surrounded versus one of the 8-8-6's, 
while a 1-4 soak' takes care of the other two. 
Some soak-off is also necessary against the other 
units involved in the original battle, and the 
result of the original attack (whether or not an 
Exchange resulted) will modify the resulting 

Should the German decline to advance after 
accepting the first part of the gambit, you have 
at least attained the goal of having him deploy 
too much of his strength in the south. If he 
advances with infantry units, the counterattack 



mounted from AA15 and BB15 negating the threat. 

soak-off. The surviving armor will have to attack 
at unfavorable odds, probably from a surrounded 
position, and in all likelihood all three of the 
8-8-6's will wind up in the eliminated pile! That 
is a neat trick for August, 1941, and it will have 
cost the Russians but little in comparison, 
can be made from behind the river at good odds 
with nothing lost anyway as far as positions on 
the first Russian move are concerned, and there is 
no necessity for a costly soak' against 24 defense 
factors of armor doubled because of rivers! Any 
counterattack will require slightly greater com- 
mitment to the southern front than usual, but 
there is never a need for so many units as to 
jeopardize the defense in the north or center. The 
heavy concentration of Panzers in the south 
reduces German attack potential sharply, and the 
entire affair is over quickly if a counterattack is 
made. If none is staged, then there is no 
requirement for more than the usual number of 
units to the south, for three 8-8-6's are still not 
sufficient to get 3-1 against a doubled 5-7-4 from 
but two hexes. 

The deployment of three eight factor units in 
the south decrease German attack potential else- 
where, while even assuming the aid of three 
5-5-4's, the attack potential of these units, given 
two hexes to attack from is either 39 (six units 
attacking) or 34 (five attacking, one soaking'). 
Note that a 5-7-4 doubled or two little 4-6-4's 
doubled become 3-1 proof in the south, because 
three 8-8-4's are too much and too little all at 
the same time. 

As a final note there is a way for the Germans 
to accept the "Southern Gambit" and perhaps 
make some gains. The German sets up on NN1 1 
in order to reinforce the KK14 area on the July 
move, or better still (for him) attacks the unit at 
NN13 despite the necessity of a rather costly 
soak. Coupled with strong committments along 
the northern Hungarian border (MM) and the 
inclusion of yet another 8-8-6 in the southern 
Panzer force, it seemingly gives the Russians 
serious problems. That, however is a topic better 
discussed in another article. As a final word of 
advice, don't try the gambit on your toughest 
opponent, for he'll spot it in a minute (unless 
he's used to you blundering and will think it 
nothing more than yet another mistake). Hook 
the unsuspecting, and have some fun. 
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Sophisticated Jutland 



by Kurt Nord quest 



NORTH SEA VIGIL 



I have been playing Jutland for more than five 
years now and I have developed a series of 
changes which are designed to make the game 
more historically accurate. I can hear the cries of 
the payability people ringing in my ears but 
please read on. The changes I propose add to the 
accuracy of the game without decreasing play- 
ability. In fact, I believe the game is just as 
playable as ever, just more interesting and chal- 
lenging. 

It seems to me that the most glaring fault in 
the standard Jutland game is the fact that the 
fleets hundreds of miles apart know the general 
locations of each other. Even regardless of the 
weather conditions! If Jellicoe could have per- 
formed such a remarkable job of spotting, the 
war at sea would have come to a rapid con- 
clusion, Since this is the major fault of the 
Jutland game it is also my most important area 
of change. 

One of the ways to circumvent this problem, 
also the cheapest way, is to use a third person 
when you play the game. This third person would 
record both players* moves and let them know 
when and where they had contact. If any of you 
have tried this method you know that it is 
difficult to find a third person that is willing to 
help you out and once he is found the method 
itself is cumbersome and slow. 

My solution to the problem involves no third 
party and it is faster than the standard Jutland. It 
does involve, however, a certain expense which 
places the game beyond the scope of a low cost 
war game such as those released by Avalon Hill. 
For those accuracy buffs among the readership, 
please read on as I describe my solution. 

To solve the problem I have constructed an 
electronic mapboard which duplicates the map of 
the North Sea that is given in the standard 
Jutland game. (See Photos) It consists of a simple 
wooden box with an electronic mapboard on 
opposing sides of the box. In the center of each 
sea square is a metal rod which is connected, by 
wire, to another rod in the same sea square on 
the other side of the board. So what we have is 
an electric map grid which takes the place of the 
map given in the standard game. All searching is 
done on the electronic board or "Jutland Box". 
The positions of ships are marked by alligator 
clips which are placed on the rod of the sea 
square in which that ship or group of ships are 
supposed to be in. Movement takes place just as 
it does in the standard Jutland game. The players 
move their clips from sea square to sea square 
and when both players have ships in the same sea 
square a light flashes which signifies contact. 
Through the process of elimination the players 
determine which square has the contact and then 
they proceed with battle as in the standard 
Jutland, 



Building the Jutland Box 

The first step is to copy the North Sea map, 
complete with hexagons, on a V*" piece of 
plywood or masonite. Next, pound small nails or 
brads into the center of each sea square that will 
be used by ships. You don't have to do the 
partial sea squares. Repeat this procedure with 
the board that will be the other side of the 
Jutland Box. (See diagram A. for general box 
layout.) 




Now for the time consuming part. You must 
connect each of the rods to its corresponding rod 
on the other board. For example, the rod that 
signifies sea square K-18 on the German board 
must be connected, by wire, with the rod that 
signifies sea square K-18 on the British board. Be 
careful and do an accurate job. It is a lot of 
soldering I'll admit but it holds up well if you do 
a good job. 

The best procedure is to lay the two boards 
side by side while soldering and then attach them 
to the interior box. If need be, the interior box 
can even be built around the connected wires. 
The interior box must be hinged so that you can 
make repairs if needed and install the rest of the 
circuit and its components. A similar effect can 
be achieved by building a simplified version of 
the Jutland Box. Rather than trying to preserve 
the shape of the map, just install rods all the way 
through to the opponent's side of the board. 
You'll save yourself a lot of soldering. 

After you have completed the sea square grid 
and the interior box you have to install the basic 
circuit (See Diagram B.) The diagram includes 
equipment for mine warfare which you may or 
may not wish to include in your own Jutland 
Box. The exact positioning of lights, batteries, 
switches, etc, is left up to your own desires but ! 
suggest that the main contact light be located at 
the top of the box so that both players may 
quickly see when they have contact. Make sure 
that you provide each player with enough alli- 
gator clips so that his strategy or deployment is 
not limited beyond reason. 

In the case of mine lights, if you choose this 
option, make sure that your opponent cannot see 
when your mine light is on because it will help to 
give away your position. The sides of the box can 
be made out of whatever wood you choose and 
the dimensions of the box will depend on the 
size of the map grid and amount of wire you use. 
The dimensions of my Jutland Box are 12" x 
10" x 5", but I think that is about as small as 
you can get it. 



The rest of this article is devoted to optional 
rules that I have added to incorporate factors not 
included in the standard Jutland game but which 
were, in my opinion, important enough histori- 
cally to be included in the advance version of 
Jutland that I present here. With the inclusion of 
these rules the game begins to take on some of 
the aspects of WW1 naval combat and leaves the 
scope of a single battle such as Jutland behind. 
As such, a complete game usually takes longer to 
play but the game can be left and come back to 
again and again if needed. The game becomes 
more of a challenge for both players as they 
struggle to achieve decisive results. 

Optional Rules 

As mentioned earlier, and as provided for in 
the schematic, I have made provisions for mine 
warfare. During the first World War the Germans 
laid some 43,000 mines which accounted for 46 
British warships (including 5 battleships and 3 
cruisers), 214 minesweepers, 225 auxiliaries, 259 
merchant ships, and several ships of other types. 
Surely a weapon of such importance as this 
cannot be ignored. 
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[n the years just prior to the war the British 
Admiralty felt mines to be unimportant and 
somewhat "underhanded." They considered mines 
to be against the traditions of naval warfare and 
therefore their use illegal. Due to this backward 
attitude they failed to maintain a suitable mine 
development program and they suffered ac- 
cordingly. The British mines which were laid in 
response to German mine warfare were notori- 
ously ineffective. In fact, many German warships 
carried a British mine on a stand as a souvenir! 
The British were unable to produce a reliable 
mine until they copied a captured German mine 
piece by piece. 

The threat of mines had a profound effect on 
Admiralty thinking and accordingly, had an effect 
on strategy and tactics. "When engaging the 
enemy's battlefleet it must be borne in mind that 
all German destroyers carry mines, and it is 
therefore dangerous to cross a locality that has 
been occupied by those vessels." Such orders as 
these held an important place in the minds of 
British commanders and in many cases, including 
the Battle of Jutland, they failed to pursue a 
retreating German fleet for fear of hitting mines. 

Rule: Any grouping of 5 ships may lay mines 
in two sea squares. They must travel through 
both squares in which the mines are laid. Once 
placed the mines may not move and they effect 
both sides equally. There are no safe paths 
through mined areas. As ships move through a 
mined area they are hit as follows (See Diagram 
C.) 



If the counter is a capital ship it is sunk, if a 
flotilla or squadron, l/3rd of it sinks. Make note 
of your losses but you need not tell your 
opponent about them as it may reveal your 
position. If the German player is searching with 
Zeppelins he must turn off his mine light as it 
would spot the mines. 

To remove mines, minesweepers must be used. 
You will have to make your own counters to 
represent these. They have a movement factor of 
8 and a defense factor of 1. Give both sides 
about twenty or so. To sweep mines the mine- 
sweepers must be traveling at '/i speed to pass 
safely through a mined area. If other ships are 
with the minesweepers they must be behind the 
minesweepers and in a line ahead formation. 
They too must be traveling at the same speed as 
the minesweepers. If a fleet with minesweepers 
travels through a mined square while traveling at 
normal speed the minesweepers will not protect 
the rieet nor will they remove the mines. The 
mines in squares AA-16, AA17, BB15, BB-16, 
and BB-17 may not be removed as in standard 
Jutland. 

Due to the electronic board, searching becomes 
a realistic and important process. More time is 
spent in strategic maneuver without losing any of 
the importance of tactical abilities. All these 
factors help to recreate the atmosphere of World 
War 1 naval warfare on the North Sea. Many of 
the same problems and fears challenge the players 
as they command these two fleets from the past 
in hopes of controlling the North Sea and the 
key to victory. 

Sources: 

Battleships and Baulecruisen. 1905- 1970 

Siegfried Brever 

British Battleships 1892-1957 

Randolph Pears 

Die Deutschen Kriegsschiffe Vol. I. fl. 

Eire Groner 

From Dreadnought to Scepa Flow 

Arthur J. Marder 
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Main Switch 
NOTE: This diagram does nn-t show the actual positioning of 
components. 

The number of clip* vou use is up to youf own discretion . 

Make sure thai atl clips can reach all areas of the North Sea. 
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Example: 

A British fleet a* eight ships in iwn columns of tour ships each 
travels through a mined sea square without being engaged in 
sweeping procedure. The British player roils the die twice, once to 
determine which column is hit, and once again to determine which 
ship in that column is hit. On a roll of 2, 4, or 6 the right hand 
column would be hi i while on a roll of 1, 3, or 5 the left hand 
column would be hit. lYou count the columns left to right until vou 
reach the number rolled. Since there are only two columns you 
repeat the columns until the number rolled is reached.) 
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A NEW PLAY-BY-MAIL SYSTEM 

by Tom Oleson 

Eventually most serious war-gamers get around 
to playing by mail (PBM), either because they 
have distant opponents, or they prefer to study 
each move at leisure, PBM can be done on the 
honor system, but even if you trust your op- 
ponent, you wonder how he can keep trusting 
you when you get a run of luck. You can also 
use a monitor, or a die-roll sheet such as that 
pioneered by one of the oldest wargaming clubs, 
AHIKS (whose president is Omar DeWitt, 78 
Wickham Drive, Williamsville, NY 14221). 



Probably the most common PBM method is 
referring to the sales-in«hundreds column of the 
daily New York Stock Exchange transactions list. 
This has one big disadvantage: the 6-digit die-roll 
results must be changed to a 10-digit basis to 
conform to the stock numbers. Not only can this 
alter the odds in the game, but some games, such 
as Anzio, do not have 10-digit chance tables. 



To overcome this problem, there is a simple 
way to use the daily stock tables to generate 
6-digit results. Virtually all sizable daily papers 
list N.Y.S.E. transactions. Some do not list them 
all, but that doesn't matter if you can send your 
opponent a photostat or the original copy. It is ' rt iaSp'S 
also usual to list the 10 or IS most-active stocks. 
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In order to PBM using stock results on a 
6-digit basis, follow this procedure: 

1. Do your move, and list your attacks in the 
order desired, together with anything else needing 
a die roll, such as a weather table. 

2. A day or two in advance, select a date for 
which you will use the stock results. 

3. In order to generate the die rolls, you must 
pick a key stock on the "most active" list. Any 
one will do, but to remove any chance that you 
could predict which one it would be, don't pick 
above the 4th most active, say. Some news 
development might make the top stock somewhat 
predictable for a few days, but surely no one can 
precict the 5 th most-active, or the 7th. 

4. Mail your PBM turn. 

5. On the day you have chosen, take the news- 
paper (as an illustration, I am using the Baltimore 
Sun), and check which stock fell in the "key- 
slot". In this case, I picked 9th most-active, 
which was Grand Union. Now find Grand Union 
in the overall stock listings. Draw a line below 
that stock on the list, and after each sixth stock 
thereafter (6th, 12th, 18th, 24th, etc.). 



6. This gives you a random series of six stocks 
sufficient for the die-rolls needed for virtually 
any game. Each group of six represents a single 
die-roll. The stock with the highest closing price 
determines the result. For example, in the first 
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group of six, the last stock (GtNNek) has the 
highest price, so the roll generated is a 6. In the 
second group, the high stock is Gt Wn Unit, No. 
2, hence die roll 2, and so forth. 

7. Note that this is a completely random digit 
generator. If a group of six stocks has more than 
one stock tied for highest closing price, you can 
either discard that group, or agree on tie-breakers, 
such as the stock with most volume. 

8. In the event that both players do not have 
access to the same paper* which is probable, then 
they must either determine that both papers list 
all stocks, or they must exchange a verifying 
copy. 

9. Usually, but not always, stock data is accu- 
rately reported, but in the case of a discrepancy, 
a good solution is to agree that the Wall St. 
Journal will rule, as it is available in libraries and 
brokerage houses all over the country. Of course, 
the problem of discrepancies is not any different 
when using the 10-digit system. 

Personally, I think it's a bit of a nuisance to 
shift to a 10-digit system. If you agree, here^s 
your answer. 



Q 



GAME DESIGN 

EQUIPMENT 

Like to make your own variants for Avalon 
Hill games? Or perhaps you'd just like to try 
your hand at designing a game on your favorite 
period? We have ati the materials you'll need to 
turn that budding idea into a workable proto- 
type. All orders should be addressed to the Parts 
Department and include $1.00 extra for postage 
and handling charges. 

22" x 28" Plain White Hex Sheet $1.00 

Unmounted; specify size: 
5/8" hex or 13/16" hex 

Blank Mapboards $1.50 

Specify size: 8" x 16", 
8" x 22", or 14" x 22" 

Blank Troop Counter Sheets $1.00 

Die<ut white only. Specify size: 
Vi" units or 5/8" units 

ea. $ 
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Dear Sir: 

I really enjoyed the Luftwaffe article by Tom 
Hazlett in the July-August '74 volume of the 
GENERAL. I thought the plan that he submitted 
was very good too. I playtested Ihe plan in two 
ways with excellent results; first in a solo game - 
the American bombers destroyed 14 aircraft 
factories, and second in a face-to-race game with 
a neighbor friend in which the American bombers 
destroyed 15 aircraft factories. 

[ was really surprised and pleased with these 
results, because the plan looked too simple to be 
So effective. 1 thought that the Luftwaffe would 
have a field day on that mapboard. 

All I can say now is that 1 think Luftwaffe is a 
bang-up good game and 1 am very happy that t 
purchased it. 

Robert M. Duncan 
Chicago, Illinois 



•••*• 



Dear Sir; 

[ have been an avid wargamer since I was eight 
years old, and have bought almost every one of 
your games (save for Tactics II, U-Boat, and 
Guadalcanal), Every time a new game comes out, I 
feel that IT is the BEST game you ever produced. 
Then, in the next release, you shock me by 
bringing out a better game than the one before. 
Ironically, I recently purchased 1776, and 1 think 
that is the BEST game that you ever produced, (I 
can't wait for THIRD REICH.) 

1776 has a combat system which is ideal for 
both the game and the players. The matrix 
system of pre-combat attack or defense plans 
gives one the "You-are- there" feeling, and the 
ability for a player to out-guess the other gives 
him a rare satisfaction not gained by rolling a die. 
I am tempted to call it unique (the combat 
system), but other games have a matrix CRT, 
However, those games often go overboard in 
trying to present the players with the guessing 
game technique of pre-battle maneuvers. One of 
Avaton Hill's earlier releases, KRlEGSPIEL, had a 
matrix-CRT. but that game suffered not only 
from the super-simple and illogical CRT, but also 
from various other factors. I dislike games that 
have combat depend TOTALLY on the matrix 
form of combat, for no matter how brilliant a 
maneuver this General or that Field-Marshal 
pulled off, the luck factor still weighs heavily 
upon the outcome of the battle, This, I feel, is 
the main reason why / 77rj's CRT is successful. 

Now for the main point of this letter. Why not 
have a matrix-CRT for ALL AH games? (That is 
to say, all games which can use it: games like 
LUFTWAFFE and BULGE can't.) D-DAY and 
STALINGRAD could use the same tables, just as 
WATERLOO would need one all its own. I know 
that AFRIKA KORPS would be enhanced by 
one, and ANZFO could likewise be helped. In 
fact, most division-and-up level games could jse a 
matrix-CRT. Unlike KRiEGSPIEL, or similar to 
1 776, a revised die-rolling CRT could be used in 
addition to a matrix-CRT. 
For example: 

THE OLD SYSTEM; THE NEW SYSTEM 
1-1 1-1 

1 De -1 De 

2 EX DE 

3 Db2 I Db2 

4 Ab2 2 Db2 

5 Ae 3 EX 

6 Ae 4 Ab2 

5 Ab2 

6 AE 

7 Ae 

8 Ae 

For those of you who flunked Math, the odds do 

not vary much between the Old CRT outcomes 

and the New CRT outcomes: 

IN THE OLD SYSTEM AT 1-1 : 

D Elim = 16,66% probability 

t> Back 2= 16.66% 

EX= 16.66% 

A Back 2= 16.66% 

A Elim - 33.34% 

Total Probability = 99&S&) (No one's perfect!) 

IN THE NEW SYSTEM AT 1-1: 

D Elim = 20% probability 

D Back - 20% 

EX= 10% 

A Back 2 = 20% 

A Elim = 30% 

Total Probability = 100% 

All this means is that there is roughly 3% 
higher chance of getting DE, DB2 and AB2 in the 
New system than in the old one, and a 3% lower 
chance of getting AE, and 7% less chance of 
getting an exchange. These percentages are mean- 
ingful, but in the long run they are negligible. I 
really would not want to change the play of the 
game, as play-balance in the classics often treads 
a thin line. 



Letters to the Editor 



1 have already made up new CRTs as well as 
matrix-CRTs for many of my games. For most 
WWII games I use the "Standard-four" defenses, 
that is, Hold-at-all-costs, Standfast, Fighting 
Retreat, arid Abandon Position. I often use my 
own "Standard- four" attacks, which are Engage, 
Assault, Escalating Assault, and Blitzkrieg, These 
choices I then abbreviate on counters instead of 
cards. I find them easier and quicker to play 
with, and make a defense and offense set. 1 was 
surprised how much my small revision did for my 
games. I thought that the offense would get the 
edge in my new system, but strangely it did not. 
So much the better! 

E would like to say 3 million more things 
about this just-awakening form of combat, but 
luckily for you 1 won't. If you would like to 
have my revised CRT for D-DAY, STALIN- 
GRAD. AFRIKA KORPS, WATERLOO. BLITZ- 
KRIEG, FRANCE '40. 1914 or ANZJO just send 
a stamped, self-addressed envelope requesting the 
CRT(s) you want on a plain sheet of paper 
enclosed to the address below. If you request 
more than 3 CRTs, please send on your stamped 
envelope an additional 10c postage, for the 
weighL 
Adam Gruen 
470 North Str. 
Harrison. NY 10528 

••••• 

Gentlemen: 

This note is to cortgratu late you on the 
continuing excellence and improvements in the 
GENERAL. Altho my latest issue was a tew 
weeks late, it was worth the wait. D-Day was the 
game I teethed on 10 years ago, and is still one 
of my favorites. Your games to be redone and 
your new releases all sound very enticing; I might 
even buy one! That's not cynical, but rather, 
from me it's a great compliment, I've gotten 
quite a few game inevery issue games, but except 
for "CA," I've thrown them all out after one 
glance. The only games I keep and use are the 
same stalwart AH classics that are known to all, 
always available, and — wonder of wonders — 
playable. Primarily I play an East front variant 
now, but the classics are the best for general- 
pubJic play. I'm looking forward to Third Reich 
especially. I think AH is doing a great service to 
all wargaming in the way >n which it is now 
providing sound leadership in the field. 
John Michalski 
Moore, Oklahoma 

••••• 

Dear Sirs: 

First off, congratulations on your new 
expanded issue. It is much better than the last 
issue of The General. Also your article about 
playing aids is marvelous. I would like to see 
more of these in the future. 

IVow, down to what I really would like to say. 
On the topic of Kriegspie! (my lastest acquisition) 
I tend to agree with Craig Ashby's point of view 
(Vol, 7, No, 3), I also think that Kriegxpiel is too 
easy for the hardcore but the Matrix system is 
fantastic. Also the air-power rule is idiotic. J 
think if you want to include air-power you 
should add fighter and bomber units as in 
Blitzkrieg, 

Even with Game II rules it is stifl too simple. 
If you could come out with an add-on kit with 
new rules {possibly), and new pieces as you had 
wanted to do with Panzerhlitz. I think Kriegspie! 
would appeal to more hard-core wargamers. 
Dana Brussel 
Plainview, New York 

Ed. Note: If you liked the matrix system in Krieg- 
spiel you Li simply love 1 776's combat system. 

• *••• 



Dear Sir; 

The following errors occurred in the prepara- 
tion of the article on random number generators 
in Vol. 11, No. I. First, in Tables No. 2 and No. 
3, the capacitors should be 0.01 u F (microfarad) 
instead of 0.01 F. Second, in Figure No. 8 
(Wiring diagram for digital randomizer) one con- 
nection was Omitted. Pin No. 4 of the MAN-4 
display should have a connection to B (negative 
battery terminal), I wish w apologize for the 
errors and any difficulty they may have caused. 
R. J. Plock 
Red lands, CA 



Editor: 

The "Compendium of Playing Aids" contained 
some helpful information. However, I must take 
exception to the electronic "information" that is 
no more than cryptic gobbledygook to the great 
majority of wargamers. We are neither electricians 
nor carpenters. And if the staff bad done a 
modicum of research they would have known 
that Radio Shack's ComputaDice is available 
only at Christmas time. 

The article, mostly useless as it is, was 
interesting and even frustrating, it is disconcert- 
ing to read, however, about the fascinating 
playing aids most of us will never have. 
Thomas Hilton 
Brooklyn, New York 

***** 

Gentlemen: 

I'm neither an expert nor a veteran wargamer, 
just a run of the mill hack, i have eight of your 
games but have played only solitaire plus a few 
times against my 13 year old son, but 1 thought 
I'd write to give you some feedback on my 
recently purchased 1 7 76, 

— The map: good and bad. I know that Anzia 
(my favorite) had horrendous terrain problems. 
1776 eliminates these, but the mountains look 
like waffles. Given the choice between a totally 
realistic mapboard on one hand and one with no 
terrain ambiguities on The other, I reluctantly 
concede that the latter is preferable. But I still 
think that Anzia map is beautiful. 1776 could 
have been better in this respect. 

— 1 don't own France 1940, but from reading 
about it in the GENERAL I was certain that its 
new idea of numbering each hex was great. It has 
to be so much more convenient when storing an 
uncompleted game to be resumed later, or when 
playing by mail (which I've never tried yet). I 
was disappointed that you reverted to the 
clumsier grid identification system for 1 776. 

— The Tactical cards - obviously I didn't try 
them against a live opponent, but I would think 
that at best they resemble a guessing game more 
than a wargame. Still the game is incomplete 
without them, it's near-impossible to get a die 
roll at the -3 or 10 extremes without them, And 
in solitaire gaming it's totally impractical to wear 
first one "hat" and then the other in selecting a 
card. The unsatisfactory compromise I arrived at 
was to choose a random card for each side - 
which resulted in some pretty unrealistic 
"choices". 

I don't have a solution to offer for this, but it 
leads me to some further comment on your 
games in general, Tather than J 776 in particular. I 
think you should pay more attention to gamers 
who play, by choice or coincidence, mainly 
solitaire. Jutland is the only game I own that 
even mentions solitaire play - and the guidance 
there is mostly so obvious that anyone could 
figure it out for himself. 

Blitzkrieg is great solitaire. So is Amio except 
Tor the second and later invasion card draws. Any 
time you introduce inverted counters and/or 
decoy counters into a game, solitaire play suffers.' 
Snh'taire players (well, me, at least) like to play 
the "full tournament version with all nptionals". 
1914 and 1776, at least, suffer in this respect. 

Maybe I exaggerate the problem. But I think it 
would be instructive if you surveyed the extent 
of solitaire play in a future "Reader's Response". 
Larry Bucher 
Charleston, SC 

•••*• 

Dear Editor: 

I have been playing and analyzing D-Day since 
1961. I feel qualified to offer some critical 
commentary on the recent "Beach by Beach" 
article. Both Mr, Roberts and Mr. Sinigaglio have 
very fine German defenses. Undoubtedly, both of 
them will win over hall .of their games against a 
cross section of Allied opponents. 

There are two points that I woufd like to take 
exception to. First, the Roberts defense allows a 
virtually uncontested landing in Brittany. Against 
a 1st rate Allied player this means that he will 
probably lose the game. The Allies usually will 
come out on top in a war of attrition in Brittany. 
A premature withdrawal to the Seine also leaves 
the Allies in good strategic position. J would 
make the following opening move against this 
defense. Land {2) 4-4 4 on V-40, (1) 4-4-4 on 
U-40, (1) 4-4-4 on U-42, <1) 3-3-3 on U-41, and 
Airdrop (1) 3-3-3 onto Y-41. SAC hexes V-38 
and X-42. 
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The second point that I would like to contest 
is that the Roberts defense is better than the 
Sinigaglio defense. I disagree. The Sinigaglio 
defense gives the Germans a 50% or better chance 
of repulsing the invasion and in aEI probability 
winning the game. The Roberts defense has the 
aforementioned weakness, Although the Sinigaglio 
defense is an imposing one, I think the best 
Allied chances are not at Pas de Calais but at 
Normandy or Bay of Biscay. I would invade 
Normandy with 1-1 's against Bayeux and Caen 
and landings at Q-33 and 0-34. I would invade 
Bay of Biscay with a 1-1 against LaRochelle using 
(2) 4-4-4 and (ll 3-3-3 to take the city in case of 
an exchange. SAC hexes EE-42 and fl-42. 

As a final word, I would add that the Roberts 
defense fs a more conservative one and should be 
used against al I but the best players. The 
Sinigaglio defense should be used against Ist^ate 
players because a more conservative defense will 
probably lose anyway. 
Robert Beyma 
Alexandria, Virginia 

•••*• 

Sir: 

Re: Dean Miller's otherwise competent article 
on the Battle of Prochorouka scenario in Panzer-, 
blitz: there is no such thing as a "professional 
German" as he defines the term. To label those 
who consistently take the Nazi side in Panzerblitz 
{or Stalingrad, Afrika Korps or any of a cloud of 
Other European/North African Theatre World War 
II games) as "attackers most in their element 
moving against their opponent at poor odds" is 
to make a gross and undeserved exaggeration, The 
best players 1 know take the two sides inter- 
changeably, reveling by turns in the technical 
superiority of the Germans and the numerical 
superiority of the Russians, and those who take 
the Germans most or all of the time do so not 
from some obscure sense of exhilaration in 
fighting impossible odds, but because of an 
apparent love, fascination, admiration, something 
for the Third Reiclu This overblown affection for 
Nazism is fairly widespread throughout war- 
gaming and is probably the most distressing 
aspect of the hobby. For all the romance associ- 
ated with Rommel the Desert Fox or Hitlers 
"Lost Cause" invasion of the U.S.S.R, (though 
personally I find very little that is romantic in 
the slaughter of upwards of 25 million people, 
most of whom were Russian civilians) National 
Socialism as practiced by Adolf and associates is 
rivalled only by Soviet and Chinese communism 
as the most monstrous and murderous political 
cause in human history. It seems to me that any 
glorification of it denies not only the basic 
principles of the United States but also whatever 
lessons the human race has learned through 
bloodshed and suffering over the last three or 
four thousand years. Mr. Millefs guidelines on 
how to play situation TO against the standard 
Russian defense are probably the best available, 
but it seems to me his blanket categorization of 
"professional Germans" as game- fighters-battling- 
tough-odds provides one more rationalization for 
perpetuating a myth better laid to rest. 
Carl Hoffman 
Tuscaloosa, Alabama 

••••• 



Dear Sir: 

This letter is to explain about another college 
wargame club. Our club was started in 
February. Our activities include lectures from 
R.OTC officers and history professors, films— 
World At War (taped), intra- and inter-club 
tournaments (Air Force Academy), and just 
plain old talk, about military history. 

In April we had the undaunted Joel Davis, 
infamous editor (assistant) of the General 
present his slides on the Pacific islands complete 
with a description of the battles. His words 
included such infamous sayings as: "the boot." 
they were "ceased' - ' and so on. We also gained a 
sneak preview of Spirit of '76. and played the 
basic game; most interesting. 

We are officially recognized by the university 
and student body government. 

If you could mention us in a few words 
somewhere in Infiltrator's Report, it would be 
greatly appreciated. Wargaming on college 
campuses, should and must expand. There is no 
reason now why it should not. especially with 
the Vietnam war over. 

Our mailing address is: 

Colorado State University 
c/o Military Historians 
Student Center No. 514 
Fort Collins. Colorado 80521 

We will accept a pbm tournament with some 
other college club that is fully recognized. 
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READER BUYER'S GUIDE 



TIRE: WATERLOO 

PRICE: $7 



SUBJECT: Strategic level game of Napoleons 
final campaign 



Waterloo is the 13th game to undergo analysis 
in the RBG. Its' cumulative rating of 3.18 ranked 
8th — an indication of the age of this 14 year old 
classic. As could be expected, four of the games 
it bettered fell in the Classic category also; those 
being Stalingrad 3.44, Bulge 3.21, D-Day 3.43 
and Gettysburg 3.88. One rmght think that the 
days of the old "classic" games are numbered 
until you remember that even these relatively 
poor ratings are considered good on the 1-10 
scale. 

Taking that same tack a bit further we can 
find evidence in this very RBG which contests 
the supposed death knell of the classics. For 
Waterloo's 2.01 rating in the Ease of Under- 
stand i-ng category set a new mark for that 
particular classification. It is this great introduc- 
tory function which the classics provide for 
wargaming which insure their continued place in 
□ur marketing picture. 

The forte of the classics is their ability to be 
played by mail. In this day of multiple phases 
and defensive options new games capable of being 
easily piayed by mail are rare and when 
"simulation" is stressed over the "game" aspects 
— play balance often suffers. Here too Waterloo 
does well, placing 4th In the play balance 
category while being one of the most popular 
pbm games. It is these same characteristics which 
contributed to its' poorest showing — the Realism 
category. Without modern design techniques unit 
differentiation went begging in Waterloo - artil- 



lery being indistinguishable from infantry for all 
practical purposes. 

Waterloo, although old and relatively simple, is 
still a challenging simulation enjoyed by many. 
An already relatively clean set of rules will be 
improved upon in the soon- to-be-released revision 
and the already strong play balance showing 
should benefit by the planned changes in the 
river rules which will tend to help the French. 

WHAT THE NUMBERS MEAN: Put simply, the 
results can be considered like this: Anything 
under 2,00 is pretty darn fantastic. Scores ranging 
from 2-3 are excellent while 3"s must be con- 
sidered good. 4 through 4.5 would be considered 
fair, with the upper half of the 4.5 combination 
considered poor. 



Physical Quality 

Mapboard 

Components 



Ease of Understanding 



3.29 
3.27 
3.11 
2.01 



1. 

2. 
3. 

4. ._ 

5. Completeness of Riles 3.1 1 

6. Play Balance 3.27 

7. Realism 4.32 

B. Excitement Level m .~_ 3. 2 1 

9. Overall Value 3.01 

10. Game Length 2 hours, 42 mm 




Q, tf the French must withdraw (heir Land forces 
due to French fleets being sunk, what happens to 
supply units and artillery units used to build forts 
arid magazines? 

A. Forts, supply units, and magazines remain, but 
all French strength points and artillery units must 
be withdrawn. 

Q. The Br/MVC slate that in 1777 control of all 
Strategic Towns in an Area is a possible MVC 
and, in 1779, a necessary one. In New England 
and the Middle States, control of all Strategic 
Towns in the area doesn't necessarily imply 
control of the area (because of Montreal and 
Quebec). Question: is control of these two 
Canadian towns a necessary condition for the 
MVC? Also, by the same token, is control of 
these two towns considered for CA Winter Re- 
duction purposes? 

A. In regards to Minimum Victory Conditions, 
the British player still controls Strategic Towns, 
but could NOT claim credit for control of an 
area. For example, in 1777 New England and 
Middle States Strategic Towns could be used to 
fulfill the ten Strategic Town requirement even if 
Montreal was un-controlled. but the Middle States 
Area could not be used to fulfill the requirement. 
In regards to Winter Reduction, Continental 
Army strength points would only be reduced by 
50% (instead of 75%) if all Strategic Towns were 
controlled, but Montreal or Quebec was not (as 
in case 'C or 'E' on the Area Status Chart 



Q. Can TR units serve as ferries, as hinted in the 

Winter Restriction Rules (p. 17)? 

A. Yes, as under Ihe Bateau rules for ferrying. 

Q, Boston and Montreal are entrenched at the 
start of the CSG. Assuming that the converse of 
the Entrenchment rules are true and no Fort can 
be built on top of Entrenchments (Yes), how do 
I construct the fort, as long as I have She 
necessary units? 

A. Build the Fort, removing I CA/BR, 1/A, 1/S» 
and the entrenchment counter. 

Q, If "change** cannot be made due to lack of 
appropriate smaller denomination counters not in 
play, is the entire force (or at least a larger part 



of it then called for by losses! eliminated. 
A. Yes 

Q. Is artillery considered a "combat unit'* such 
that it can force march? 
A. No 

Q. What is the movement point cost for Cooper's 
Ferry (RR33-RR34) across the class 3 river? 
A. It would cost two additional movement 
points, same as class 2 river. 

Q. Situation: British units move into a hex and 
attack CA units both outside and inside the fort 
in a simultaneous attack. In the next combat 
(during the same combat phase) the CA units 
counterattack. On the third combat, the British 
units attack again. QUESTION: May the British 
units attack only the CA units outside the fort in 
a separate attack, or does their first (simul- 
taneous) attack commit them to attack the CA 
units inside the fort as well? 
A. The CA units outside the fort may he 
attacked separately. NOTE: attacking simul- 
taneously or separately in one combat does not 
commit the attacker to that method of attack in 
subsequent combats. Merely, when attacking, the 
units outside of the fort must be dealt with first, 
either in terms of direct combat or inflicting 
casualties. 

Q. if there are no British strength points in 
Halifax, may British reinforcements and replace- 
ments appear there 1 ? 
A. No 



PANZERBL1TZ: 

Q. The rules state that ford hexes are treated as 

plain terrain for ALL purposes. Therefore does a 

unit moving along a gully have to pay 3 MF to 

leave the gully in addition to moving onto the 

ford hex? 

A. No. The rules state that fords allow a unit to 

leave a gully at no extra cost. 

Q. What is the stacking limit for fortifications? 

A. 3 for Germans; 2 for Russians - i.e., the same 

as normal. 

Q, The rules state that stacking limits do not 

apply during movement - only before and after 

movement. Therefore, may units pass through a 

hex already occupied to its maximum stacking 

ability by wrecks? 

A. No 
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Avalon Hill Philosophy Continued from Page 23 jj. Conflict 70'$ - Study of the modern 

Arab-Israeli conflicts, 

34. Spanish Civil War - Strategic game of a 
fringe conflict in man's violent history. 
22, Vietnam - A new game system tor our 
most controversial conflict, 

23. Civil War Tactical - A Chancelforsvi/te 
treatment of other Civil War battles — probably 

Bull Run, Shenandoah, Antietam, or Vicksburg. The last issue of the GENERAL was rated to 

24. Civil War Strategic - The entire war deal the tune of 2 - 86 " 9 Md eno,J 9 h to be our 4th 
with in 1776 fashion. oesl effort to date. Individually, the feature 

or . „ , „. ',,, -r * . , . i_ article won out again and the 1200 point maxi- 

25. Revolutionary War Tacttcaf — n a prob- *™ . . _£„ , 
■.•is. - j . ; L . „. , w , . M mum scoring system based on 200 random 

ability a study of the battle of Yorktown. . . , . ..; ... 

* samples looked like this: 

26. Election — Based on the upcoming 1976 

presidential election. 

27. Racing Strategy — A refined improvement _„„ 
over our old Lemens game. BULGE - The H.ttoncal Perspective 294 

28. Norm At*** - Strategic level naval game f RIES nE ^ Y: M,0WAY ?" 

. Z t. j. m.ii> tl Tournament Play 177 

based on submarine warfare in WW . „ . , nn 

__ ,, „ . . . . . Panzernacht 120 

29. U-Boat - A much more sophisticated ver- Richtno f en - s Potpourri 1f5 

sion of our earlier tactical game of the same title. Defending Russia 85 

30. The Mighty Pacific - The strategic sister a Beginner's Primer on Wargames 74 

game to Third Reich. Avalon Hill Philosophy . , 37 

3f. Messerschmidt — Plane to plane combat a Design Analysis 29 

la Richthofen's War. Departments: Letters, ads, RBG 14 

32. Atanste/n's Battles - Strategic game ot the 

Eastern Front in WWII by John Prados — the fi~S 

designer of Third Reich. *"* 

GENERAL BACK ISSUES 

Unlike many other magaizines the GENERAL does not reprint back issues. Once the first run of 
an issue is sold out it becomes unavailable forever. Over a dozen issues have already been sold out 
in this manner and many more are in short supply. Therefore, it behooves you to order these 
'collector's items' while they are stilt available. Every back issue sells for $1.00 postpaid. 

To aid you in selecting issues which may be of special interest to you we have rated each issue 
according to the number of articles dealing with a particular game in that issue. Articles dealing 
with the hobby in general or non-specific game topics are not included. Maturally, the fewer articles 
which appear the larger and more detailed you can expect them to be. 

I ! i I I i si I i I £ « 1 I § I S I 

i i M §111° lis 8 * 



Vol, 3. No.fl 




Vol S, No. 6 




Vol, a. No. a 

Vot. a. No. 5 
VqK9.Hs>:? 
Vol. 9. Mo. 4 



I 

1 
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Vol. 10. No. 2 
Vol. 10. No, 3 
Vol. TO, No. 5 A 

aSMBH 
vol. n , N& i 

Vol. II. No. 2 1 

Vol. 11 .No-. 3 i A I 

Those issues nci listed hava been sold out and a 
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Unmounted PANZER LEADER mapsheets are 
available for half price to GENERAL subscribers. 
You can order a set of all 4 mapsheets for $3.00; 
rather than ordering them individually mounted 
on cardboard for $6.00. This trial offer is being 
made due to the wide popularity of the un- 
mounted PANZERBLITZ sheets offered earlier 
through the GENERAL and because one of the 
sheets has a small imperfection on one of the 
woods hexes, Address your order to the attention 
of the Parts Dept. and make it clear that you 
want the set of 4 unmounted mapsheets. 

Christmas shoppers will be seeing the first 
sleeveless Avalon Hill bookcase games appearing 
soon. Our backlog of sleeves for the old bookcase 
titles has just about run out and many retail 
shipments are now receiving the sleeveless 1776 
style package. In most cases the CRT's or TEC's 
printed on the inner box lid are now merely 
included separately on a piece of paper. Gamers 
acquiring these games should take the time to 
carefully mount these separate sheets on the 
inside of the current game box to protect if from 
wear as well as providing it with an effective 
piatform for display. 



Contest No. 62 was one of our more successful 
competitions. Less than 15% of all entrants 
submitted a defense capable of holding the 
Germans at bay for a full turn. However, this still 
left us with dozens of correct answers. These 
were pared down by eliminating those which gave 
up more territory than necessary - especially 
when the escarpments of Alam Haifa were con- 
cerned. The flaw in the British defense was in the 
placement of the southernmost three units. 
Bologna, 21/104, and 15/33 can move to 0-60 
and get an automatic victory against 50/69. 15/8 
moving to 0.61 can get the same against 70/23. 
Then 21/5 to 0-61 wipes out 2SA/4 (with Pavia 
soaking-off against 9A/18), while 21/3 whips 
through to J-62 to pick up the supply unit and 
the Home Base. 

The flaw could very simply have been cor- 
rected by moving the three southernmost units 
each one hex to the east. That would have put 
2SA/4 out of reach of any attack, because 
although automatic victory attacks are possible 
against all of the initial 1-1-6's, advance through 
their hexes is not possible due to the ZOC of the 
backup units. It is not legal to actually occupy 
the hex of an automatically eliminated unit 
except as a result of advance after combat. 





The winning tacticians who survived the luck 
of the draw included: Lanny Johnson, Belfair, 
WA; D. Stearns, Tampa, FL; V. Borries, Louis- 
ville, KY; R. Finke, St. Peters, MO; J. Sato, 
Austin, TX; J. Brown, Santa Monica, CA; J. 
Trembley, Webster Groves, MO; R. Halsey, 
Corpus Christi, TX; A. Whitaker, San Jose, CA; 
and T. Kuhn, Phoenix, AZ. 



Congratulations are in order for Paul Oldaker 
whose Pittsburgh Pirates edged Don Greenwood's 
New York Yankees with a run in the 9th inning 
of the final game of the Avalon Hill baseball 
league World Series. The Baseball Strategy League 
is just one of many regularly scheduled events 
which occur at the gameroom at 1501 Guilford 
Ave. in Baltimore every Saturday of the year. 
Oldaker won $50 for his first place finish. 




Other IGB events for the coming year include 
the 2nd Annual AHFL Super Bowl on January 
11th (closed competition); a PANZERBLITZ 
tournament February 1st; AFRIKA KORPS tour- 
nament on May 3rd and a RICHTHOFEN'S WAR 
tournament on August 2nd. Entry fees for all 
tournaments are $1.00 — the public is invited. 



The ROTC Department at Arkadelphia, AR is 
just the latest in a long list of such organizations 
which report outstanding results in the use of 
Avalon Hill games in their activities. The game 
they utilized so successfully was GETTYSBURG. 



Speaking of the Army, Avalon Hill has given 
permission to yet another Army organization to 
utilize its games in the classroom. This time it's 
Rensselaer Polytechnic Institute where plans are 
underway to utilize the games to instruct the 
ROTC cadets in tactics. 

European subscribers are urged to renew their 
subscriptions and order games directly from our 
English agent Michael Hodge at his 646 High Rd., 
N. Finchley, London, Great Britain address. Mr. 
Hodge also handles our Mail Order Division line 
for direct sale to overseas customers. 



Foreign subscribers are reminded that the 
postage coupons are good for only $1.00 — not 
the entire amount of postage necessary to ship 
games to other countries. Therefore, Canadians 
must send an extra dollar with their postage 
coupon for each game ordered, and overseas 
customers must add $2.00 to their postage 
coupon in order to meet shipping costs. 



Winter Cons seem to be catching on. The MOW 
organization will be having a convention on 
Sunday, the 8th of December in the St. Clair 
Shores Civic Arena near Detroit. Among the 
tournaments to be held will be competitions in 
Lemans and 1776. For further info call Len 
Scensny, 317 Linwood, Rochester, Ml 48063 
1313-773-5918). 

Now in its third year is the WINTER CON III 
gathering sponsored by the MITSGS to be held 
on the second floor of the Student Center at 
MIT, Cambridge, MA on January 18th and 19th. 
Among the scheduled events is a 3 round 
STALINGRAD tournament and competition in 
TACTICS Pt - BLITZKRIEG carried to an 
extreme. Address any questions to Robert Sacks; 
15-F Tang Halt, 550 Memorial Drive, Cambridge, 
MA 02139. 



Unofficial results of the summer conventions 
are now in. The biggest winner was Tom Hazlett 
of Wheeling, W. VA who walked off with the 
P.W.A. trophy and $100 after winning the Avalon 
Hill tournament at the Cincinnati Convention. 
Reports have it that the final game of Afrika 
Korps went down to the very last turn. Ray 
Clark of East Hartford, CT took the honors at 
two summer conventions; winning both the 
Noreaster 111 and the prestigious Lake Geneva, Wl 
7th Annual Avalon Hill Competition. Paul 
Siragusa, also of Connecticut, rounded out the 
summer champs with a victory at the 2nd Annual 
Dewcon in Maine. 



Origins I 



ORIGINS I is the first national wargaming 
convention to be held in Baltimore - the city 
that originated the wargaming craze in 1958 
with the publication of TACTICS II. For the 
first time ever Avalon HiU sponsors a con- 
vention - through the auspices of Interest 
Group Baltimore - a group of ISO Baltimore 
area gamers with gaming interests as diverse 
and entertaining as they come. Make plans now 
for the pilgrimage to Baltimore — the site of 
wargaming's showplace convention. Additional 
information will be presented in these pages 
every issue. 

THE DATE: July 25 - 27, 1975 

THE PLACE: John Hopkins University; 

Baltimore, MD 
THE TIME: of your life! 
Among the fun to be had at ORIGINS I: 
*A $500 cash prize Avalon Hil! Classic Tour- 
nament presented and officiated by the P.W.A. 

* Fantasy trips through Dungeons & Dragons 
— the latest miniatures craze. 

* Armor Miniatures - Judged by the Johns 
Hopkins Historical Simulation Society. 

+ Diplomacy Tournament — the ever popular 
game of political intrigue. 

* A Rich tho fen's War demolition derby. 

* Origins Tournament - in honor of our 
name. 

* Exhibitions from the far corners of the 
wargaming world. 

* Auctions, private gaming, half-priced tables, 
and other events as they're added — all 
scheduled in such a way to give you the 
maximum participation — whether you win or 
lose. 

♦inexpensive on-campus lodging and meals. 
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OPPONENTS WANTED 

ATTENTION! Wargame a it J lports game fans ,r> 
■ ■:■. lloOia lid B'ham .;;■:.■- We have a dub just. 
for you! Wa mr hi P.O Box -133-a U, of AL 
or: Dennis Cook. NM Linda VMi Or,. Birming- 
h am, AL 35226, (.205) 822-0059. ___. 

Average player of high school age desires ftf 
opponents In Lull. BB. PAN, JUT. Guad ami 
1914. Karl Will. 133 BelAire Dr.. Doihan. AL 

31.301, W j jStT. 

I9">4 S.B.A. Ct=p Cluitlpton. Sha.raiocfcjHJ.C2Ul. 

The 86'ers will come back in '75. Gary Giaber. 

M7lfi N 42nd A>r., PhQeni*, AZ 85021. 

Ft I Opponents wanted In play RW, I also hate a 

AK pmc and warn id leam how to play it. I will 

Iradi other* to. Jot Irwin, 27SD 5tonybrook 

Drive. Anaheim. CA 9^04. H27-4352. 

A person ol lOih jjnBE level to play PAN 

Situation 7; you pick the forces. John L Meyer, 

tfll W Cris A**., Anaheim, CA 92B04, (714) 

774-1S54. . 

Miturc, adulFclub members w 5 -vied on F^'l S,F. 
Viii.i area. I': 1 ' all AH games alio Varian i- and 
B«l4l»nr Diagram). Flf tournaments in near 
future Sur Modrak. 4511 Chalk Ave., Burhank, 
CA 9 1 505. 

KS KSHC l*]4. IS ci aK. Fti ji ah j__ 

Kip Milam, 2791] Hardesly, Canyon Country. 

CA 91351, j KO.S) :riI-J7J-. 

Wanted:" ftf BB. 'Grad. FR. 1 40. 1776, RW; pbm 
BB and Glad. Are there any clubs or SICL 
L-haptrn in Northern CA tfttl Diop a line. David 

A. Reed. 1111 South St.. C oming. LA SgWt. 
Wanted: opponents For pbm DD. 'Grad. FK "40 
and I'M-. All Utters answered v. tit play '.in- 
side. Mark Hargus, 12 Wnton Dr. Paly City. CA 

M015, 756-0999. 

Ppm PAN" Lull. FK '40 arid 15 M. Wayne 
Pexsich. VST Parrot Ave., Downey. CA 9Q-7.4I). 

869-6S65. 

Average adult player wanls pES OpptiMftti S 
Luft, PAN, ItW IT possible. Flf jf anyone plays 
in Edwards Area. David. Goodwin, 1 1 50 Boyd 
No. 10, Edwatdi AFB. CA 93523. (£05) 

jsa-tsas. 

»ii]l to Lttnllt": mi ii 1 1 /-us ,;|.'|H|"eal! \n |rn also 

pom PAN. Mite Beavers. K Coffee Lane, Free- 
dom. CA 95019, 724*4515, 

Two experienced players need ft I opponents 
Hive 50 games. Available anytime; beginner?, 
welcome, Dave Garvin, 23323 Lactones* Ave.. 
mutmiClty. CA W?L0. 3:t-4<jJ 
SvwtS - player nili) fti trpcumenli fqT FAN. 
1776, AK, B3 ^nd PD. JcfT Zom. 423M Misty 

Way. Hrnwl. C A ". V'^J. ^.■-■,Vi4J, 

Aoovt avenp »arairriei of adult agr will ftf AH 
tames of my choice. No tKgirrers please. Randy 
HeUrr. IA6S Rithardaon. Lte Altos. CM 94022. 

W7-7193, 

1 tmunujEci pbm oripns (or SI, 50 a pint, Will 
br familLar vilb my Var. in Vol. 1 Q No. 3. Ralph 
A. Rjf»n, JIW Ponlulig SLvd.. N. Hlihi anils, CA 

95660, 33I-L2BA. | 

Wanted: [mm and DC U-Boar in jood con- 
dition. WJU tike MH. ofter. AlW deiira i»Wi.« 
tveiite pbm opponents toi AK. Cell, PAN and 
FR '40. All hiiieia jmv>ered. Tom Woodbury, 
I04JO Cmton Dr.. Lps AUm. CA *Ki;i, (40a> 

245-M72. 

Nmite player \?\} wanri phm cpponcnti for AK 
or 'Guard. Alao Lnieniicd in dobs in LA. area, 
Uula Boiah. 436 N. Alu Vl«a, LA., CA 90036. 
Flf "Crad. AK. Blitz and PAN; baWMar S3§ 

Matin, 1114 So. Hi Pfefaat Loi Anrrlrs, OA 

WCOi,936-S759, 

Hell?! -Appcineril; BHdSi acilnf crazy, will play 

DD. Mid, QRIG. Kri.>s pbm or fti, Want la leim 
PAN. J 1 1'.-.- and BB, Dtmd Schraaet. Banyan 

Drive. LA.. CA 90069. I2I3M7M7W. 

WO ill opponent* for Wat, 'Grid DD, Mid, FR 
■40. BB. FAN and 177J. Havt AK; Hfitz you 
have. Will leam others: arc there any cluba, 
C*pnjr A- SiBia^i*]. M0« Oceamiih Bhd.. Apt. 

91 . Qceajiiide. CA. 

Need pbm opponent ta teach me how. An: 
innn player at TAN, Kcka. arid DD. Alio will 

atll or trade RW. Gett. M-3 and 0B.IC- S«nii f™ 
info on jama condition. Wayne Hynta, IS21 
ttqaita BiL, fteJicM, CA 94044, 3J9-3I22. 
Adult WOUld b* j||«re||ed in farat maiteririi 
i'iii'.-.: PAN usir.| own situations and rule*. Would 
like pmn n( BB and AK, pbm or Ttf. Steve 
SpOMltB. 107 tUplanadr No. 77. Padflca, CA 

94044. 

Qppaneriii witvled fnr toad player 10 yn old. 
Have variation far Mid includirij trie Alaotu.ni 
and DCl JTa. Only ftf plea^. Have ment AH 
tames. Jerry Iruferaoll. 341 S. HolEnlon, Pandrna. 

CA9110ti, 70fr4745, 

rSff blirul ?AM (mm Central Vol 10, No. 4 

Ptam .;j-. .in-vi! Luft ard wde- Ftf Bltn, Mid aral 
RW; ice 19. Jj'.ii.! Solii. Jr. S24 O St, Rio 

Uada. Ct.9$6n, Wl-I.2_77. 

AlKPlion Ma»ghLit»! 1 "nerd pbm vklLmi (ol 
FAN. Wat. P.W. FR '40. Blitz, Lull. Mid .-:■: 
1776. Need H ktl lot all but first two. Chris 
Urtnine, 3J60 Harview Cl r Kiveradf. CA 925a5 h 

riH9-;33 5 

27 year old novioe player deiires fir AK. 'Grad. 
1776. il-JJ (Oiffnal Rukn), 'X ',.: Wat and. 
ChannEbraville. George Jurand. %iU Calls 
Moirioj. Sjn Vxta, C A 93.136. 566-4473. 
Ftf (otlrie ra older oppciniTl! *>.>■ lit* to lOOM 
on OAMU. AchiLirii USMA' I chalLen*e Cadrt 
MinJca to a pmin; duel! Will *nj*rr all letten, J. 
Allen LaWhon, USS. Deliver (ARS 7.3), FPO San 

Fianciico, CA 06601. 

Wanted: pbm opponent for PAN. DD and 'Grad, 
Will tell |?|4 fifm™ (15) dayi adrr I act my 
General. Mike ■, v-M\ 19 Amethyst Way, San 

FranclKO, CA 94131. 2eic-7n37. . 

^lalmp^Ll ntrn uppuntriti witrt ltd. Ralph Carlaon. 

3438 Jennifer w»y, s*n lose, CA 9SI24, 

377-5 BOB. 

Ftf umponenti wamed Ln DD. 1914. 'Grid. 1776. 
PAN. BB and AK Kevin Row. 1474 Montelepc, 

^"J^ S^.'H-. : '}.:r^: :ir 

Average junior ba> age player wants someone for 
American Ul 1776, All (or camp, in janie. Every- 
Ihint, racept for invened COVrln A*»y luly 
ItftStJj, Ftf only. David Reardon, 1585 Lien 

Ave . San Jose. CA •)» IS. ;44^l5jjL 

Flf combat wanted in Bay area moil AH iam« 
Hike Mum, 377 Liuri* Mdwi No. 53D. San 

Mateo. CA 94403. WS) 474-SM8 

OOP5! Sojthem California ftf fa mini |?7i 
Joumin announted soon. Will inrhjdc strale[y 

olympiei. AH Wmsjunra. FT, Grand Prix and 
more. Paul Manticwici 1974 Gtand PrU Cnamp. 
Bn R«iUy h 2609 W. La Wme, Sama Ana. CA 

92704. |7|4>°7»4ft7L 

A>eraae hi(h ■,-:"".-i playci wekipbm. (t( UB. FR 
"40. PAN, 'Grid and AK. Have BB pbm kit no 
qihtn Any clubs here? Jim becfauyer. 1626 
Bryden Lanf, Santa Rcna. Ca 95404, 542-3711. 
Opponents wanted: III UU PAH. Eg (TO 
and FR '40. Hi|h scrKiaS afc - finly cvn 
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I efnh* in the area* If riOE h 
Killing to make one Brad Ransom, SI 24 E- 
CetilO Dr r . S San Gahtiel, CA 91770, 1213) 

573-I372. 

Above averaie player (24) desires ftf opponents 
for 'Grid, PAN, RW and L.uft. I'll play any tie. 

novice qr taper!. Dave Syndeigaard. 5B52 Haiel- 

tinc. Van Nuya. CA ^L40l, 782-0697. 

Wiih to ton l act miniaiurrs playrrt in 100 mile 

radiiit | play midevil Mapleonic: Ameiiean Revo- 
Ijiion. CitiL W ar . WWII. Naval Air or youra. 
Please wrile. Mike Beavers, 1113 Lincoln St.. 

Wjlsonvitlf. CA OMV.-ii, --J4-4? I ■■. 

Toiljh pbm npp,i,.i..n r'-i: KH -11>. tuft wanted. 
Ftf RW. Mid. 'Grad and Bfl. Prclcr As is. Wmt 
tlub info tarn t S-ji. Anyone «ant FR '40 tourney? 

John Fernandez. Hi? Culver CI-. WiilniH Creek, 

CA94J9S. 939-2211. 

Dcsperau waiiamar in ex-prcs. Nixon'a home 

tDwn cicedb ftf. Kave II AH gunn, Chris 
Frqrnm. 79^S Bright. Apt C, Whillitr. CA 

90602. 693-2538 

Help! need help m Mid. PAN and Ltift. Easy 
icecu to Santa Wonka. Call aflci six Oil please. 
Very dkatjwntftt Bill Milts, Jt. 5076 Campo Rd.. 

Woodland. CA 913^1. 347-i897, 

Bcj^ntr-L want io fct joint pbrn AS. Ljft; can 
■et fJlilz and Mia. David P. Slimact, 6060 Dover, 

Arvada. CQ eOOQJ iJOj. <_-±2±l ."^ -_ 

[mMliUa nf Colorado Strategic Game* Club 
devrn (if and pbm opponent! for AH. We art 

real enthusiast!! Chris. Weijer faun :se600 

30th St.. Boulder. CO B03O2 

Teenage warrior, age 16 nrcdi upponedli for RW, 

AK. I9H and Lufl. Will |«m othen. Flf only. 
Will like to join any clup in area. Stephen 
Albright. 13790 Herring Rd„ Colo. Springs, CO 

80908. 49S-4223. _^ 

Warned adult opponents lor PAS". AK. Wat. btt. 
'Grad play by Avalon Hill nalt* only. Richard 

Fora. 3-nl Weld C.i. R.1.21'. Lrif. C X> KCJ? I fe. 
TwO JOCXf pliiV" .il II misIi Iti ■il-irr r| o'.Llt ri 

join txjBlitig one. FLcise contact all lellcra 

aniwened. Have good equlpnierit and inni" : .r 

D*vid [nuram, 214 M^riine Rd,. Vernran. CT 

06066, 872-9414. 

Average player aeefa opponenti for ftf FAN, FR 
'40. I77n. Also many other popular wargamn 

Also pbm PAN if you have kit Jim Dickey. 12 
Hillcioft Rd.. Windy Hill*, Newark. DE 13711, 

W mi tll 

Would like (tt Foi DD, BB. w»t in winter Park. 
North Orlando ana, Mark Owens, 503 Gumwood 
O- Aluunonle Spnnp, FL 32731 . M2-993-3. 
Ki(h Khool ap novtor *antj pbm 'Grad victim; 
4-5-6 rales. You choose side to lose with. Jim 
Berg. 1550 Jasmine Way, Clearwater, FL 33516, 

442-6 B43, 

Novice player age 13 will p[sy ftf JJIin. PAN. 
Luft, Wit md (htt Would Uka to try phm - 
nave no kit. Jeff Matchen. 21 Madrid Lane. 

Davip. FL 33314. 792-3767. 

Wanted: pbni far RW. Havf no kit but v-illmj IB 
pj Vi, Average pH«yer flf fpr |31i|z in Brpwaid 
Coumy and RW. DtnnJa Demory, 1125 N.E. 16th 

FL, Ft. Lauderdjk, FL 33M4, 7 4-3l97. 

Wanted pbm Blitz of FAN Flf S. FL area. Write 

will amwer atlletieti - no phones pleaae. John 

Strain, Rt. S lf» L Jean Rd.. N. Ft Myen. FL 

33903. 995-Q73Q. 

Expcrienc'cd adult piayer looking for ftf op- 
ponent in the Fort Lauderdale area. Member of 
AKIKS. Gerald Sclwlt. 720 Fine Bidge dr. 

Ftantatioii. FL 33317. 581-::96. 

^feed PAA oppunents foi pbni Wat, Alio pbm 

BB. Fin fllllfM Any ftf In AtlanH area? Wid 

answer all replies. Tom LenzrT, 1727 Houghion 
Ci., Atlanra, Ga 30338. ^_ 

Hijji »chooi pge pl*yer leeks ftf opponent;. Han 
PAN. fllili. Lift. !7M and othfli; Will phiy 

anyone! Alto mterested in joining Marietta Area 

Club. Bntoe Hgoke. 1135 Wynbrook Dr., 

Marietta. GA 3OQ60. 436-7|rjj.. 

Have AK Mon, DD for Itf in tint area. Would 

like to juul or jgin (lufj. Keith Chancey. SO Pine 
Ridteald. MJIledgeviik. GA 3.1061. 452-2247. 
Average player of addll age dictirci ftf opponents 
in the Rome area Want to buy batk issun of 
Tn< General. James M. Loren. N. Kcnon Dr.. 

Rome. GA 30IQ], 232-4B20. 

Ftf anyihmg. You rune it, III' "fj'ay it. High 

school junior. BUI Reed, 213 Devonshire Rd-. 
Savannah, GA 31410. (9121 a97.|7 a S. 
W»nt*d fir opponent for AH aarnei; inexperi- 
enced - but am willing to learn any All game. 
Have FR '40, RW, BB, PAN and Mid. Grea 
Baugler. 216$. 3rd. Apt- I . Cumi IL t.3»?l- 
Stil! rwed adversary for pbm or ftf FAN, FR 'AQ. 
or TUT. Am fookinj for peraon who seeks 
experience by playing more ai I do. Bob $.imoni. 
1 0436 5. Avert. ChJoaga). IL 60655. 445-1697. 
Seeking mor.fi iipponenli for ftf AM games. 
Writ* Or phunr 9 a.m. - 5 p.m. and leave 

number. Jamn H. Zeidcl. 4D57 SoLlhport, 

Chicag o. IL S0613, 630-4761 

Fom PR 'aOTPAK TACT am average player. Ifi 
yn, Grea. Bus-ell. Box 695. [pava. IL 61441, 

[ 3091 75,3-3330. 

Wanted phm npponenl in FR '4TJ Alio any ftf 
AH pmers Ln Jacksonville am? Will ,>:-, Blitz. 
AK oi DD. Bil! Downw. Box 643 Illinois CtAksf, 

lacksonritk. IL 62650. N.'A. 

Playeis wanted for referred pbm games TAC, RW 

and ottierj in ANSCHLUSS, a bimonthly journal 
of games and history. 10pp. dlnotd. 1Q cenls 
stamp for sample copy. Joseph Antosttk, 422 
East Ave., LaCnngelL 60.5:5 432-7187 
pbm opponents foi 'Grad or PaN wanted, Each 
put up 55.00 - winner take aJL Paul S. Dc Volpi. 

60^ coiumhir* Lisle, il ■^•:.<m;. , ^-i .-/: 

WWII miniature pjjyers wanted. rTrni Luft. PaV. 
Blitz you supply kit oi «fll spJit. DeV'o-lpi art 
you chicken to play Luft??? Bill Mueller. 4739 
Winchester, Ude, IL 60532. (3I2J 969-7666. 
Pbm AK: I'm the British. B*maid P. Beyerley. 
1 209 Hcnninger Hall - Weitcm IL CJni., 

Macomb. IL 61455. (309J 295-6814. 

Warned t flf.ent, fq; Wai. 8B>W. Hilt' rnhr'r 

pbm or ftf. Roter Frugdi. 121 S Jit, Mon- 
raoutn, IL 61462. 

win play any AH pmei flf.TJavljJ rhaae. 1 81 5 

M J.Vjnild. Ml P f.B,r..-:i. II :.;i05f-. ^". -4'-. 
Widi to pbm. Blitz. UU. knej. Gelt. I have no 

pbm Jtiti, Lowell JJemun. 7?is Cadejt, Skokie, 

IL 60076. OR-6-3328 

Wanted flf oppanenl average player (14 yrs ]. 
Have FAN, 1914. TAC, Gelt will learn olhen, 
contact iftcr 4:30 p.m. weekdays all day week- 
ends. John, Longshore, 92S Payton Rd,, Indi- 
anapolis, IN 46219. JS^WS, 
Seek' avenge player for pbm Wat. PAN. Blitz. BB. 
Gary C. Moaier, 610 S. Mulberry, Mattinrville, IN 

46151 .13171 34^^»f.7a 

Need ftf or pbm opponent for PAN, Luft or RW, 
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Also would Like to know if there are any dubs in 
my area Jeff Bird. 3225 Garfield, Des Moinr*. IA 

50317. ?6b-3?l9. 

Wanted 1 A wniiinTAJlicd bank plan Tor FR '40. 
Ftf any AH gamn. Rick Lubben, BR No 1. 
LiFort i City. IA jrjft?!. 1 31'VI 342-2llt. 
Wanted flf in most All games. Paul Knighi. 315 
South B.. Ark ansas C =ty, KS 6T005, 442-7385. 
Aferage piijer will pbm ur ftf Luft, PAN, FR 
'40. 'Grad. BB, Mid. Goad. Wat and AK Timothy 
Whiicomb. 520 Rural, Emporia, KS: 66801. 

343-3338. 

Good tiinai school player wants flf Luft. 1776. 
FR '40, RW, Arizion PAN. Also pbm FAN'. Bos 
Fletcher. 2508 w, 64 SI,. MiHton Hill!. KS 

66208. 362-3214. ^~^- 

A vr rig* plaj-isr want-, ft! opponinu in Wichita 

ire*. W||| play m«t games but like Fait Front 
the best. Li. Richard M. Kehiw. 8406 E. Harry - 
Apt J05. WiJuM KS i^' ;::■-. ■ ^■■■■>i50-i 
Ftf air AH game* Joe Harrison. 'rJ'.l I :rdn.., 

Owensboro. JLS4:3l>i.6S3 I5J6. 

f+m or flf Lu., PAN, FR '40. Kriej or Chavil. 
Paducah CA '5 against any group. Am ii-.!.t'-\I in 

minialLim. Gary Row. Luie» Rd-. Paducah. KS 

42Ml.fjQ2>S54-3i5J 

Anyone Interested in starting club In Hon« 
area, or playing ftf wartimes contact me. Hare 3 
members already. Have 8 years AH experience, 
13 game*. David M assart llfJJ Cole AVt, 
Monroe. LA 71201. 343-5105. 



lanitd'r'tf upromrnt! lor AK. Kneg, TAC, BliR. 
Mid, BB, Luft, FH 40, RW, PAN' and 1776. Will 
':. = !■ fFnWtfe Need ride to !:,U. Arl Jensen, I 
Chancery Sa.. Baltimore. MP 21213, ?66-l33l- 
ExtelEenl PAN player wets ftf opponents in 
Balfimore area Also play most other AH games. 
Joe JLosyjana. 7207 Shadowlawn Ave., Ballimore. 

MP 21234, f.301>4444S35. 

Warl in- buy C.jjd. L-floal' 55-_0O ra.lr fVoii pa> 
postage). Wj|| a bo buy old Getiera.li - especially 
Vol. 2 No. 5 and VoL 3 No. 3. Sieven Meckel. 
30LQ Harview Ave. Baltimore. MD 21234, 

444-2673. 

ACUTUNG! Fir opponrnta for RW. PAN. Krieg, 
Luft. Mid, 1776, AK and FR '40. Will learn other 
AH game*. Afw Pan Ld .,!,.: A(«. Bob Weiaa, 
3324 Lynne tfaven Dr.. Baltimore, MD 21207, 

655-8650. 

Would like pbm and I'll' opponents foi alt AH, 
Battle of Britain game* Medium to good player 
would like to get any oul of print pmes. David 
Simmore. 5512, BeihettU, MP 20034. 365-02B3. 
Opponents wanled to flfljb. Blitz others tl you 
supply gamci. Pbm Lf you supply kill. Any dubi 
in the area? loe Gccfck, 421 Sudbury Rd., 

Unthjcum. MD 2ltW0, 7S9-Q624. 

Will trade compkt VerdtLt for Gyad or rLttEk 
Pbm DD, TAN, BB, Lufl: ftf all AH gamea. 
Above average high school age. Ma* W. Under- 
wood, 1617 Taylor Ave,. Q*op Hill. MD 20022. 

(3011 292-2191, 

Average player High school age wants ftf in 
almost anything. Fbm in AK. Blitz, BB. t>P. 
Guad, Luft, 1914 and PAN. I wiEl pay hair for 
kits. Larry LeBowitz, 4 Monadnotk Rd., Cheil- 

nut HUI, MA 02167. ?32-0969. 

AvertUfe BB player looking for ftf oi pbm 
opponents. Will ftf any of your fames or one I 
deii|hed. Any club* in Boston area? Jon Sund- 
quilt. }7 Rjvervirw St. Dedhara, MA 02026, 

329-006&. 

Warned ftf opponent! for At! wargames. Seeking 
malnre player nearby James H, Weathers. Jr.. 

141 Bunard St., New Bedfotd. MA 02746. 
Ftf PAN. isW, Ft Si. 'Grad, Luft and 1776. 
Familiar With others; Will learn ,;-.■.. Se«lc op- 
ponent foi toJJeje iff or older. Geoige L. Brown. 
Rocky Hilt Rd.. Plymouth. MA 02360. (617) 

224-667P. 

Pbm 01 ftf AK, Cell (hen), Cell (square), 'Grad 
and PAN. Any clubs? Just moved in. High school 
junior, average player of all above- will team new. 
Pete Hanley, Lot No, 2« Faroham Rd,. Hcwtey. 
MAOIHa? 
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EapeneiiLrd and reliable college agr 
players wanted for ftf or pbm. I have kits for 
PAN, Bate* AK. 'Grad, BB and Wit Clim 
Matthews, 493: Morton St., Stoiighton, MA 

02072, 344-9560, 

Wanted wargamtrs agtj 13-1 n in Ann Arbor aira 
for ftf. Have RW, FR "40, 1914, AK, Blilr, 
Lemini and OHIO. Wj|| learn olh*-rs_ Urian 
DcWitt. 3110 Lexington. Ann Arbor. Ml 48105. 

663-6250. 

Average player [l3l wants pmn opponeritl in 
W at 'Grad. BB. Blitz. Strategic, JUT, AS. DD. 
PAN and 191* Any side. All letters answered. 
Sratt Peih, Room Mi2, Rumsey H 541 Tbompton 
St.. Ann Arbot. Ml *BlQ4. 7t>4i793 
Average 15 veir old uJaj-ct ■-viilicj ftf only. Have 
FR '40, BB, Luft and DD. Can also play PAN, 

1776 and AK. John Van Alsten. 9l9l Sarasota 

ft.. Det roit. Ml 4S23 1 '. li'rWi^ 

Want pbm opponent foi BB, DD, Luft, PAN and 

"Giad. FK f0' piayers in ray *rea. wish to loin 
club. Jeff HatftrEd, 35932 Old Homeitead. Fartn- 

inrtori, Ml 48024 

Good^ high school player needs pbm opponents 
for RW - you choose side. Scott S. Allen, 17710 
Loveland, Livonia. Ml 48152, _____ 

■V.- ■■.'■c!- i!tcJi. l ;I I 1 'V.v:.Mj r |j ^alllil^i iluK |l 

.interested, call me, also needed Battle Manual for 
Anzio, or copy of one. Tom Lacey. 16696 Beech 
Bd, Radford T-aa., Ml 43240. KE 3-6830. 
Inun—ed in play in | PAN pbm. Richard Fcaraurh 

9241 Grandv'iew Rd.. Traverse. Ml 49684. )6t6j 

947-^535. 

Wbll pbm Alt, Mid, I9i47 lirieg, PAN, RW, Fft 
'40 have mi pbm kits. Want to buy Guad must be 

cqnspkle, will pay J13.00 or lew. Rick Ruble. 
212 Fredrick Dr.. Albert Lea. MN 56007. 
373-7211. 

Beginning player ( t9] needs ftf opposition for 17 

AH wargaines. Desire info on area clubs, Steven 
Napolitano, 3016 Boone Ave.. North, New Hope, 
MN 53427, 544-0436, Pbm PAN. I am German 
attrition* No. I and No, 6. Kustun in «[| other. 
WilL pi ay first six res panders and answer all 
replies. Bob Baruth, 6773 Yucta Ln., OiASO , MN 

HMH, 535-2910. 

[ want to Stan club in ftosville area. Also would 
like flf in all games. Tim !vi n. JJU Lydia, St. 

Pattl, MN 55113, 633-57i!i. 

Wanted av erase p : ayer far pr>m >.rkg, AK andi'or 
PAN. David R. Harber, 640 Second St.. GulfpOrl. 

MS 39501. [6011863-7924. . 

Want ftf opponents in any AH games. I own 13 
and am willing to learn Others. Would like to buy 

Guad - »nd price. Mike Garland. 8! 5 N. I3(h 
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Ave., Laurel. MS 39440, 426-3328. 

tlpponenls wan led for zrpearc and KreLg. Bill 

Barren, p.o. Bo* 6. Lwinjj.ton. MS 39095. {601 1 

B34-16IB. ._ 

Wanted in peKon player foi any AH ot Variaiion 

on games. Allen Miller, 1914 N.E. 68 St., K.C., 

MO 641 IB, 453-1796. 

Need (If players for "Grad. DD. AK, Blitz, BB. 
1914, PAN, TAC, Gett, and Luft. Any wutamers 
in Manchester, NH area? Roland Lchlanc. R No. 
5 Liberty 11:11 Rd.. Bedford. NH 03102, 

472-3275. 

Average player wants ftf opponents for AK, 

"Grad, Luft and Mid. JLeilh Vine. 523 Am_ 

Ave.. BlTTington. NJ QB007. 547-2979. 

Good player needs Opponents for DD. Mid and 

other AH games. Can pbm or pbp, AM kfters 
answered. Tom Vilardo. 2b E 49ih Si., Bayonne. 
NJ 07002, 437-4235. 

Atrraifi M year old wants pbrii orroncnis ic-r 

Luft. Will leam piherj; also ppm ch«*. Prefer 

Allies in Luft. Paul Price, 610 Isham Circle. 

Briellc. NJ OJ730, 528-629S. 

Average adult player seeks (If opponenii for AH 
games. Jeff Brown, 109 rl Glenwood. Fanwood, 

NJU7Q23, FtliO-1325. 

For sale: Excelknl l<>|4. ChanccLlorrville. Guad 
:;■.-:-. ■■'■■■.;: besl offers accepted. Write immedi- 
atelyl Doug ftonforte. h? Falcgn Ril-, U'ingtlen. 
NJ 07039,1201)992-1553. 
A'-rnip: ^■argiiriier ••: h 1 uJ~i ^cln.ooJ age >nshes to 
pbm BB, 1914, Blitz or RW. Will lake arty side; 
:-■■■.--,:■ pbm'er. Joey Studholme, 41 Harsbome 

Rd,, UgHttJjj Q77M. (2011 291-3318, 

Novice Sth gracier would" hVc '.-n r.'r>ra PAN. FR 
'40, DD, BlltZ. Hive nO kill, but will improvise 

or Buy half. Any cjpb> in, area? Marc rimon- 
ricauli. 20 Ardsleigh Dr.. Madison. NJ Q7M0, 

f2i2ia::-276i. 

Good junior higher wants (If At. W^l, PAN and 
Mid-me Japs: also any games you have. Wish to 
start or join club in Maolewood, South Orange 

area. Chris Kane. 75 Hudson Ave;. Maplewood. 

HI 1171140, 763-3962. 

High school age npiwoeail wanted in Mahvnrh 
are*. Wui (t( 16 g&rrm. p*m AK. w« and Grad; 
[ hive kits. Interested in joining or forming club. 
Bruce Wandelmaier, 123 Airmouni Rd,, Mahwab, 

NJ 0743.0. 5?9 7193. 

flf for any AH games, Provide own transport- 
ation. Want to form club in Bergen County. Chris 
Fisulo, 90 Glenn Ave.. Norwood, NJ 0764b. 

76E-IP52. 

Wanted player of junior high ap flf or pom 
PAN. Mid. RW. FR '40 and Luft Frank Kalisz. 
Jr., 12 Manor Street. South Amboy, NJ 08879, 

?:i-Sze,9. 

Fir PAN, Mid, DD and 'Grad. Jim Hanley, 178 
Bee Meadow Pkwy, Whippany, NJ 07981, 

flel7-2o76- 

Novioe player (Ml seeking pbm opponents for 
BB, DD, AK and Gel). Have no pbm kit*. All 
lettlers answered. David Downing. 5 1 00 4rb 3.W.. 

Albgueriue. NM B7KI2. &77-5i72. 

Ntrticat, wmti ftf. Want to join or ftasrt dubT 

Hare Guad and Luft, Will gel more games to soil 
opponent. Mehin S. Oka. 4005 C Alabrama. Los 

Alamos. KM S7544, 662-5417. 

Novice college adult age player seeks (if most Alt 

and others of your choice, any side. Hopefully In 

nearby Chieens or Nassau areas. Richard Alhert, 

86-11 254lh St.. Brlleiose, NY 11416. 

Good ptayB of college adult age winu fir for 

any of the dozens of games I have Prefer newer 
hi es, but will -:■•■'■■, AH oleics. Thomas E. KLton, 
ggg 74 Sl, Brooklyn, NY 1 1209, TtV6-0_0. 
A>«i*ge junior high playei wants pbn, oppunrrtls 
for BB. TAC and DD. WL|| buy half of yowa. All 
kiters answered. Donald Cook. „ E Main St.. 

Chatesiifay, NY s;9:.0. 497-63 J?, 

Ftf gamers in _'it horthport arra? Have FK 40 
■■:■-■■ SLJg. Am always German, Above average; 
player, junior high age. John D. Bray,. 14 Brian 
Lane, East Northeast, NV 11731. (Sl&) 

266-2671, ' 

Lipereirn^ed player in desperate need of flf 
opponents, will play anything: once. Tim 

Carlelon, Valentine Dorm No. 0303, ItltlCi 

College Ithaca. NV ' 14S50. ^2-9632. 

(■■'-■.-ii liiii.- .'n>. ■:.!-".' ii.n:- ni but 111. agrpooctii 

WiEl play and go ha|r on moil pbm games. Bryan 
Mundell, 59 Sapsucker W'd,. Ithaca. NT 14850. 
IsWTj 237-061 0. 

H0Tk> punv -UJ pbm H C™1 and Wa|. Don, 
Voyer. 7539 Casade Ave.. Loiwille. NY 13367, 

1 f.J- 7 MD, 

Looking (or ftf or pbm in FAN, 1776 and soon 
Bllii. Have no kit bui willing 10 buy hall of one. 
Age 13: pleu* respond. Glen Coftleld, 24 

Kennedy Rd., Port Jeff gta.. NV lH77a. 

92 9-0685. 

Average player, any age. I destroy all lakers in 
RW, Luft, PAN. 'Grad, DD, BB, 1914 and Gen 
FK me German, David Lederer, J 052 Nuje Rd., 

N. Tonawanda. NY 14120. 6H2-C5S3. 

Pbm opponents PAN and 'Grad. Gary Hellenga, 

26 TRW. AM. NY tWfioa 

Wanted ftf for ORIG. CftO^BAO. Kjeig. Antio, 
JUT and 1914. I am 21 and an above average 
playei. SPyS Jamet T. Smith, 076-46-4B42, Co. B H 
FSB. APO. pTY t)9742. 8I3-&S4]. 
Avenge player, age 16, wants, ftf opponenii for 
moil AH saiiiei. Michael J. Lttinke, 167 Croamaii 
Terrace, Hocheilcr. NY 14620. 244-0B2S. 
Average gamer agE I 3 will pbm anyone in Krieg. 

DD and w»t. Hi*e no pbm sheets. WiB pUy all 
games. All IrtLcra answered. Joseph Lunievica, 4 
Lutitlr Dr.. Syosset. NY I l?9l . 9i 1-13^6. 

will play any '-antame or anyone. I am average 
waiggmer: have seven games myself. Boyd Fasick. 
645 Wellington Dr.. Chape] Hill. NC 37514 

Want ft( OPPdnenls in -ill games. Ron Most*, 
r. i _= i Spring Garden Ln.. Charlotte. NC 28213, 

596-7815. 

Wanted opponenii in Charlotte, NC area. Tor 
PAN. Will ftf for PAN. Bill Pesthel. 167.9 
Shannonhouse Dr.. Charlolle. NC 28215, 

5351871. 

InlereitisC! in contacting wargamers in Ft. Brag 
area. Luft and PAN, ICW chapter may oe fDrming 
if enough are interested. SF4 Rick Parek, Eulaw 

Boa 5174, Fayette^lle. NC 2 8303. 

Ipiutui f'-'V : -r. .,-,i|p^r -gc. ■:i"i , i:r |'l'-|i 1 rr '•'■'•'-'' '-'' 
foi Blitz, DD, "Grad. BB. Gelt, Anzio, TaC 
wilhng to play either tide. Ncgoiatc rules in Orst 
letter. Rotiert McCred^e. 2329 Millbkh- St. 

Rakigh. NC 27610. 82*3788, 

CoLege student will pbm AK. PAN, ftf AK, PAN. 
Hid, 'Grad aind others. Have small tlub. duh can 
travel short distances on weekends. Ron Dietz. 
1335 Concord Ave., S.W., Canton. Ohio 44710. 

(216|45t9SoJ- 

Warn 10 pbm AK. Conrad MoeJkr, 125 17th St, 

N.W., Canton, OH 44703, (216) 456-0236. 

Need opponenii. in TJIilz. pbm. Have kits, will 
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answer Red or Blue. Jim Coopet, 61 IJ Robison. 

Cincinnaii, OH 452 13. 35 1-2650. 

Intermediate player want! 10 pbm 'Grad. 1776. 
PAN and Mid. <-raig fj'rason. 830 Heather* lone. 

Cincrnnan, QH 4j:40. cL:5-Q9Q7. 

Want ftf opponents Tor PAN, Lufl, AK, BB. 
'Grad, RW, Mid, BS St and FT St Richard 
Tome, 1593.3 Woodbury, Cleveland. OH 44135. 

94I-2B04. 

Novice player wishing pbm PAN and 1776: also 
frf PAN, 1776, RW and others I know, but dpn'l 

own. Will answer all letter?. &■,«- Qrts. Boji 54B, 

Ooleran. OH 43916. 

16 year old novice desires ftf in Columbiana 
County Irea. May try pbm; have no kits. Have 
1776. 'Grad, DD. Blitz. Krieg. TAC and others. 
Eric Durr. N. Elm. Columbiana. OH 44408, 

482-4820. 

■'(..enerar Jones challenges all in pbm Btili! I 
prefer ihe basic game. Interested 1 Send a S.A.S.E. 
for ino,uiry. All telters will be anjwered piompily. 
Steve Jonej. J42 N, Washington. Delawinr, OH 

43015. (634) 363-){r?8. 

Very young gamer wanls to pbm Krkg. Old dad 
want. 10 try pbm 1914. Jack. 5. Tim Goodhand. 
316 High St., Fremont, OH 43420, |419> 

1J2-91T3. 

I gatnemastei pbm OB1G. College: adult age 
please! Serious players make beii garnet so 
510.00 pei player. I will consider your prefer- 
ences. Write me. John Shut clock 64B6 Stale Rd. 

No. a, Parma, OH 441 34, fiBfr2:275_ 

Good high school ape player wants gaud 1o 

excellent opponent In pbm AK, Jeff Hughes,. 
1 370 Merle Rd.. Salem. OH 44460. 332-5415. 
Adult, average German player seeks opprincnis. 
Fil DD, 5*40, 1914, PAN. 'Grad, Luft. AK, JUT, 
Mid. DRIC and Mc Pbtn 194(1, Stephen Ricf,, 
46 7 H Park PL. Springfield. OH 45504, 325-6372. 
Wanted Or opponents for all AH and other 

wargames. tipeil adult; also phm. lames M. Day, 
2540 Schroeder Ct., Toledo, OH 43613. (419) 

472-7714. 

Want ftf opponent) for AK, BB and RW. Are 
ihere any clubs in Cleveland's Eastern Suburbs? 
Ball Baraucj. 291 16 W. WlllowicJ:. WUIowkk, OH 

44W4. 94j-457tX 

Badly wanted III opponenii for RW or 1776. I 
have boih plus 5 others. Am above average 

player, age |7 Anyone in Auitinlown?* jj m 
Kalmer, 120 N. Edgehlll, Younpio^n. OH 

4 4515, 792 : Z03S. 

Want to huy tlAO/CAU in good condition al 

reasonable price. Average wllrce criayet wanls 
opponents in Norlheastem OK. for BB, and Gen. 
Warren Duncan, Wilson Hall, Room 126, 

Tahlennab. OK 74 464. 456-3430. 

GariV flf oppooents in "fuisa. Hive 505 of AH 
games. Wish to leam anything you have. Nick 
Benton, 4949 S. 94 E. Pi., Tulsa, OK 74145, 

627-4196. 

Opponents wanted for 'Grid and Bliiz. All lefters 
answered promiry. Jim Croley, 222 N. Duck No. 

Ill, S tillwater. OK T4U74, 377-usjs|ti. 

Fif in any AH names. Good w esprrt dependins 
on game. Mike Stone. 2271 Augusra, Eugene, OR 

a?4a 3i 4S4-ia30. 

Warned Iti PAN, Blitz and BB. Tnlertsicd in pbn. 
1 doii.1 have any kits. Any clubs, players, SICL 
Ctiaplcn. (K, in Rogue Valley area? James Barti. 

1524 Wbnirun Sl.. MeJlOrd. OR 'J7J0L 

Flay Krieg jh'j" !■« """■I'iJ. Aicr JB .e""iiTgh ichool 
player. Brian Green, 3609 Wesi 4th Ave., Beaver 

FaJi Pa 15010, ;4i:> 846-0192. 

I9JJ Field Marshal Open Tournament. First prize 
out of print AH game. Free games to winners ol 
2nd round. Wist* 01 call: Attack Wargjarnlng 
Aiwc.. 314 Edgfey Ave,. Glenijde. PA 1903&. 

TLL7-3a76orOR-3-i:56. 

Looking for wargamers in and around Indiana 
University Of FA, Have Sfi games (Sf or pbm with 
anyone oul there. Average 10 good player. David 
Rudakewich, Box 5 Wahr Hall. Indiana Uni of 
PA, Indiana. PA 1570 L. |4I2) 357-3105, 

Inteiested in sUrting w^rgime club in Kutztowri- 
Reading area. Will rtf Lemans. Mark Gangcwere. 
50 S. White Oak St., Kultlown, PA I953D, 
ba3-3372. 

Looking for ftf in Central PA. Alio ctubi In this 
area: play AK. Luft. BB. DD. Gett or my oest 
Grad. Phone first 1 Age 23. Hm COL-hran, 140 

Dover Btdg.. Mrcbamabura, FA 17005. 
6O7B305, 

Anyone alive in the HamsbUrg area? Douglas 

Went*. 909 Apple Drtve. Mrohaniciburg, FA 

|-'L;55, 766-5Mio_. 

Challenge fti (FaaU Local Train - *], PAN, Blitz, 
RW, [914. othen or yours, phm pan, Blitz. 
1914. 0R1G. Jim Prill, 231 Hamilton Rd. 

Merion, fA 19066, |2l5)MO-4-4703. 

Adull Player Of average skull desires, ftf opponenii 
for Mid, GclE. TAC. Scrabble and other games. 
Bruce Allan Bruiser, Gerloff Hold, Schwenksville, 

R.DL2. PA 19473. 

Pbm DD aa en VoL 1 1 No. 1 wilh rules additions ' 
and deletions. Sorry only one person. I have FR 
'40, Mid. 1176. Wat. PaN. Krieg. No more pbm 
except I Da Maik Matuicluk. 15 Connor St., 
Uniontcwn, FA 15401,14121437-790]. 

Opponents wanted for BB, RW, AK. FR. '40 and 
Blitz. Martin Favorite, 74 Teacrdale Rd. Chum- 

oe rland hi 028 64, |4 Q1 1 72S-0936. 

Chadeston's resident wargamer here chtllenging 
all to combat. Stephen P, Heichak. Canty Lane, 

Charie s ton. SC ': r 'icn. ;66-3'3<J_ 

New player will play and game flf 01 F*m. Have 
no pbm kits but will obtain. Dan Murray. 130 
Broad St., Ch uleiH on, SC 3"4tll, Tl 3 -0764. 
FalHrtibui iarnVri. will III crllt'CtKHi of 34 zames. 
Will leam yours. Dal* Smoik, 4213 Havana CI.. 

Columbia. SC 29206, 7B7-77JL 

Ne* io pbm, but will iry. Flf many AH games 
esp. Mid. Have gained for appro*:. 15 years. 
Charles DeYouni. 1281 Marydale Ln.. Roelc Hill, 

ST 29T30 [MB) g7-42IO. . 

C.iad student desires (If and pbm opponents For 
Grad. DD. PAN, Wat. Luft and most Other AH 
games. Shayne Gad. 747 E. Oltorf. Austin, TX 
7.K704, , , r 

Looking foi opponents in Central Texas area 

On ly. Waco. Temple. Kllleen. Briton, and 
Austin!!! No pbm please. Thomas M. tones, Rl. 
5, Bon 5695, Belton, TX 76513, 939-5663. 
Ftf RW. AK, Mud, P/i. |d. Luft. Erjoy using 
miniatures, armors and ancients. Wan| 10 enjoy 
ptrnei, noi argue. Adult novice. W. L Baum- 
gBainer. Ji , Long Valley Rd., Brentwood. TN 
37027. 
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Average player seeks frf opponents for all AH 
wargamer in El Paso area. Also interested in 
joining or helping 10 form local club. Bill Gfttf, 



OPPONENTS WANTED 

PO Be* 6320, Ft. Blin, TX 79906, 568-3&4S. 
Wanted lisl of all AH M^S P*il and present 
Desire to complete my collection. Help! Also 
wani info on wirgame clubs in Houston wet. 

Samuel W. Hunter, jr.. 640 F. 10th. Houston. TX 

77M3, 1713) 362-6290. 

Pbm or ftf oh DD, TAC 01 possibly another 

gativr. I'm 26 and new at wargaming. bul I'm no 
push over. Also wani Ftf opponents, Paul Smllh, 
Route li, Box I0BX. TJndale. TX 75771, 

B«2-4B0i. 

High school student seeking fti opponents in 

Lubbock; 15 yean old. Em a fairly good player 
and own 13 games Richard James. 4622 27th 
Street. Lunboitk, TX 794 JO, 792-6771. 
Anybody in D_h area warn m ftf, |940, pan. 
Blitz, DD, JUT. Mid and othen? lonathin Reed, 
2027 Custer, R..ii.;.rds.i.r, ; J\ TSOti ii. :.-i-'0tm 
Quick learner, plays to win. Any A.H game flf. 

Have TAC. wm obtain fames, for any serious 
pbm. lun Blanch. 241 M, Main. Sail Lake. LT 

S4103, 532-7005. 

Average adult want) phm or ftf opponent in D.C. 
area lor almost any game. Guide Mark. No. 201, 
6623 Wakefield Di,. Alexandria. VA 22307 

765-1330. 

Ftf opponent! for AK, Bliu. DD and TAC. Greg 
Matthews. 3611 Jackson Ave.. Manassas. VA 

22 n_0, (703) 362-3364, 

Average or better adult desires fir opponents in 
mosl AH games Prefer BB. Blitz. PAN arid Grad, 

W. D. Ashe, 5401 Gieenhfook, Pcrtsmotiih, VA 

2J7Q3, 43*91.12, 

IJeutst-Juand ubtr alien' Phone or pbm PAN. F B 
'40, AK, Gild, RW. With ro start mulliplayer 
RW. Answer soon to get tail rolling. Duvid 
Heinle. 6 Lmenon St.. Richmond. VA 23223, 

737-8275. 

Attention Northern VA high school wirgame 
dubs. Bishop Ireton of Alex., VA desires 00- 
ponenls, foi rurthei info contact: MichKl 
kspoiilo. 621 S Kenlland Sl., Spnngfield, VA 

22150,451-1935. 

I'm another novice 1 4 year old who is desperate 
for ftf, Blitz; play ages up 21. Call after 4 p.m. 
PUy weekend! only. Michael Begjey, S605 Miami 

Ct., VA Beach, VA JJJq:, S___ 

u-'.ll f-|.,n m,t/ illliiij Wal i Fi.-ncri), BB icirScn, 
Guad (U.S.). RW (German}, Hart all kits Average 

player bul will give good fight. David Fmendt. 
Route 2, Wirenton. VA 22185, 347-3099. 
Novic* wants, pbm for PAN, Bliti or BB. All 

letter^ ,■■■,-. i:r-. .:. Tim Waddell, Allen Id,, WV 

23810. (301) 29 4-4073. 

i-i jur old trfgjnner .ttempting hii rirsr pbm. 
Luft advanced game oniy! Write: Clayton Lessg*, 

5255 5, Skyline. New Berlin. W| J3J5I, 
425-6396. 

Paiksidr Assofralion of Wargamers is here! We 

play everything there is! Sunday afternoons, 
Tuesday night! and most Thursdays. Lance 
Frlckerumith, 1393 i, m ,::.:.■;: Ave., RacLne, Wl 

5<4Q3, QJ9-4390. 

Opponents wanted for AFI gamti, esp. PAN. F3> 
40 and DD, Paul Trandel, 2514 Oregon St., 

Radne. Wl 534Q5, 637-1591. 

'Good college player desires ill opponents in mosl 
wargames. Also interested in starling in AWA 

Affiliated Oanye Qub m [he Wrulewiler area. Will 

answer letters. Thomas M, SoBottke, 427 Lee 
Hall, whiiewator wi 53191]. rai4) 47; ji3b. 
I am average adult age desiring, pbm opponents 
for 'Grad, AK, BB and DD. Uui Evam, RL E 
Bbh SWL, Sainhridge, Wa 981 10, VI-2-2745. 
Wanted Pbm op-ennents (or PAN and other 
games. Mark. Tomas. SOB David Dr., Bremerton. 

WA QSjIO. 47w:S9?, 

Ulind FAS opponent: i./lw rules and m forma- 
tion Toi stamped sell addrraed envelope. Mike 
Prime, 1507 5 242, Kem. WA 58031. (602) 

£24-3509. 

Average player desire opponents for PAN. P.W, 
Luft or any tames you might have. Will pbm 100 
or in person will answer letters. Mike Oiliest, 
I4133P 26th ^F., Seville . WA <H?]JS, 3n4-70?2. 
Any clubs in Seattle area? Prefer flf but will pbm 
RAN. aK and Blitz. I am an improving novice 

adtltl. Dave Rtuae||. 792$ Mfth S,W . Beallie, 
W A 98106, R02-5427. 

Play wa (games against Top Interna tiorti I Com- 
petition! 26 games started after frist six months 

- deposit system kill* dropout , [,,r-.r;iv Also 
news, views, reviews In "Buiilcgiound" monthly. 
Nicholas hlmer, Lebwildsttj 3, fig. D£-2e0O 

Lygby, nenraarfc, 

Novice wants phm opponents for Kriet wishes to 
team bow to play. Also purchase good - ex- 
cellrnt condition AH wary.Jin- any Iciftd especial- 
ly AK. Jonalh*" Penner. B.R.I Bon Ifi. Lartd- 

mark. Manitoba. Canada , 355-441 7, 

Any onponenis for Luft or PAS in the North o( 
England bolh. ftf? Both adults and till Wren 
required. F*wlett. 21 Cecil Road, Dronlield. 

Sheffield. KngJ andSliiGGW. 

Pb'iri a p pone nts wanted in Blilz, FH '40 and Wat 

All lelleri taamei. David Schapiro. Pofl 103. 

Sivei-Zian. IsracL 

liuropean Wargamers {Coiitmeni Ci UKi pleaae. 
send me your addresses and capsule biographies: t 
am collecting and publishing addresses and bio- 
graphies o( ibe European players. Wallet Luc 
Haas, Achilles Bischoff Sir, 6, CH-4053 Basel, 

Switzerland, 

Average player foi ftf Atwio, Mid, BB. DD. Wat. 
'Grad, Guad, Lai ft. 1914 and PAN. Willing to 
teach new players, will tWntl up Id &0mi Tyrone 
Newby. 226 Grand Ave. E»sl, Chatham, Ontario. 
Canada N7L-IWJ. 

Average player for Itf any AH games Willing [O 
travel up to 70mile radius. Robert Lowes, RR3- 
Chalham. Kent Coumy. Ontario. Canada. 

354-2573. 

Wanted conlestanli lor pbm 'Grad league, 4-5-6 
repL nte. each, al attack factors- No entry fee 
and no prize money. James rtynus. 250 Glen 
Manor W , Toionl o, Ontalio M4F.-24I, dyi-3719. 
25 year old player reeks mature wargamet for 
Guad. AK. Wat. TAC. PAN, and RW. All lelien 
answered. All games fought to the end. Jean 
Jodoih. CF3 Moose Jaw, Bushell Pail, Slsk, 

Ca nada SOHONQ. 

Wanted fir Tor UU, RW, Blitz and Ccil There 
muir pe spraeone else. I will lake side you dislike 
and leam new pmes. David Bunco, Ban. 122. 
Cariwood, Saskatchewan SOTOKO. 46S-2O60. 

Pbm or ftf Luft. RW. PAN. AK. DD. Guad, Bhtc. 
TAC. 'Grad and Mid. JLits Tor AK. DD, PAN. 
Larry Woloihyn. 1491-99, N. nallleford, 
Saskatchewan. Canada S9A2Z3. 665-8582. 
Adult wargamer seeks ftf opponents for any 
hoardgames. Also would like Io contact any local 
wanjaming club*: call 225-2095 or I73-3D6I. 
Sonny Kwok, Room 40et. Depi. or ■>■-,, ■..,-. 
U.BC , Vancuuver. B.C. Cant—. 



THE GENERAL 

READER BUYER'S GUIDE 



miE: KRIEGSPIEL 
FICTIONAL DIVISION LEVEL 
MODERN PERIOD GAME 

INSTRUCTIONS: Rate all categories by placing a 
number ranging from 1 through 9 in the ap- 
propriate spaces to the right (1 equating excel- 
lent; b-average; and 9 terrible). EXCEPTION: 
Rate item No. 10 in terms of minutes necessary 
to play game as recorded in 10-minute incre- 
ments. EXAMPLE: If you've found that it takes 
two and a half hours to play FRANCE 1940, you 
■would give it a GAME LENGTH rating of "15." 
Participate in these reviews only if you are 
familiar with the game in question, 

1. Physical Quality — 

2. Mapticsnl 

3. Components — 

4. Ease of Understanding — 

5. Completeness «f Rules — 

6. Play Balance — 

7. Realism 

8. Excitement Level — 

9. Overall Value — 

10. Game Length — - 

The review sheet may be cut out, photocopied, 
or merely drawn on a separate sheet of paper. 
Mail it to our 4-517 Harford Road address with 
your contest entry or opponents wanted ad. Mark 
such correspondence to the attention of the R Si 
O Department. 
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Opponent Wanted 



Nov-Dec 1974 



We're experiencing growing pains. More subscribers means more Want Ads. We fust don't have the space 
for every subscriber to wax rhetorical as in the past To make it easier, end more meaningful for all 
concerned, we introduce the Mtm ad. 

1 . Wanl-atls will be accepted only when printed on this form. 

2. Pot Stile, Trade,, tfr Wanled-fo-Buy ads wil] be accepted only when they arc dealing with Collector's items (games 
mi longer available Tram AH) and are accompanied hy a token ^5c fee. 

3. Inseri copy where required on lines provided and prim name, address, and phone number where provided. 

4. Neatness counts: if illegible your ad will riot he accepted. 

5. Ads will he accepted only on forms from I he preceding issue except in those cases where OB Opponents Wanted 
form appealed in the preceding issue. 

6. So that as many ads can he printed as possible within our limited space, we request you use the following 
abbreviations in wording your ad. Likewise with State ahbreviat ions. 

Afrika (Corps - AK: Alexander the Great - Alex; An/ki; Baseball Strategy - fiB St: Battle of the Hulge = BB; 
Basketball Strategy - BK Si; ffiiiK; D-Day - DD; Football Strategy = FT St; France. 1940 = FR'40:Faceto-Face 
= FTF; Gettysburg = Gett; Guadalcanal = Guad; Jutland = JUT: Kriegspiel = Krieg: Luftwaffe^ Luft; Midway - 
Mid; 1914; Origins of WWII ■ ORIC: Outdoor Survival » Out: Paiwerblilz = PAN; Panzer Leader = Pan Ld; 
Hay-hy-Mall = PBH; Play-hy-Fhuiie = PBP; Rich Lhofen\ War = KW. 1776; SlaJingrad = 'Grad;Tictk:sll = TAC: 
Third Reich = 3R; Waterloo = Wat. 
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li is late in Situation No. 9. The Russians arc 
forced into making desperation drives in order !o 
achieve their victory conditions.. The map skews a 
portion of the Russian units engaged in an attempt 
to force their way through the southern end of the 
German line. As the German player how do you 
best exploit this situation; Lc, how do you 
maximize your chances of deslroying units while 
making sure that surviving units have no chance of 
a breakthrough. List any attacks in the accompa- 
nying chart and show any movement hy drawing 
arrows to die hex moved into. 

ATTACKERS DEFENDERS ODDS 



The decision of our judges is final. No entry will 
be accepted without votes for the three best 
articles of the issue. 
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SELLING 



Wifi seU 1914, would like pbm opponents for 
TAC, FR '40, OUT, PAN and Mid. Ftf any 
games. David Menconi, 14! 1 Gary Way, 

Carmichael, CA 95608, 483-7503. 

1 have U-B available in excellent condition. 
$30.00. Ken Mabon, 409 So. Fortuna Blvd., 

Fortuna, CA 95540, {707} 725-4S31- 

FOR SALE: Gelty.-Hex vetsion $30.00; Chan- 
ville $30.00. For details write: Richard H. 
Taylor, 309 Via La Paz, Greenbrae, CA 94904, 

(41S) 461-1907. 

Help, need cash. For sale, Chan-viile (one 
pontoon missing), 1914, Civil War. Patrick K. 
Raffeny, 1103 W. 30th St., 10, Los Angeles, 

CA 90007. 

Novice will pbm Gett, pick side. Selling unused 
1914, $10.00, F. Lee Johnson, 1411 Edge- 
wood, Palo Alto, CA 94301, (415) 324-1651 . 
For Sale: Out of print games including 1914 
and Guad, $10.00 a piece. Forrest Pinkerman, 
Loyd House, Cal Tech, Pasadena, CA 91 109. 
For sale to highest bidder: Guad. In excellent 
condition. Bid on it, I'll pay postage. Phil 
Buechner, 206 Fourth St., Roseville, CA 

95678. 

1 have B-marck for sale in mint condition to 
anyone who is interested. Contact me for 
details: William W. Weber, 10341 Orozco Rd., 

San Diego, CA 92124, 278-2457. 

FOR SALE: Bismarck in "near-mint" con- 
dition, complete with all original pieces - 
$15.00. Want pbm opponents for DD. Chris R. 
Carter, 2334 Santa Anita Ave., So. El Monte, 

CA 91733,(213)443-4477. 

For Sale: Guad. $15.00, Used twice, Pbm PAN, 
1914. Derek Lenard 3926 W. 23 Ave., Van- 
couver, B.C., Canada V6S-1 L2, 224-1454. 
For Sale in excellant condition: complete 
Chan-ville, $30,00. First check gets. I pay 
postage. William Keim, RFD 5, Bos 208, 

Coventry, CT 06238. 

For Sale: Mint condition C-viOe (played only 
once), $30.00 postage paid. All letters an- 
swered. John Grant, 409 E. Capitol St., SE, 

Washington, PC 20003. 

Hex Gett. and 1914 for sale, $20. For Gett. 
$10. for 1914. Both in good condition. Gett 
has one unit missing. Steve Rodgers, 1 230 SE 
32nd Ave., Ocala, FL 32670, 694-2972, 
Want ftf opponents. Will sell Guad, C-ville, 
Hex-Gett. Wally Williams, Jr., J 507 W. 1 3th St., 
Panama City, FL 32401, (904) 763-1608. 
FOR SALE: 1914 ($13.00) includes postage. 
Clay Culp, 275 Knox Rd., Apt. HH204, Talla- 
hassee, FL 32303. 

Wish to sell B-marck and 1914 to highest bidder 
(both in very good condition). WUJ answer all 
letters. Richard Malchiodi, 1143 N. Springfield, 

Chicago, I L 6065 1 , 486-6855. 

Have Hex style Gett, with all original com- 
ponents. Wish to sell to highest bidder. Fair/ 
good condition. Send no money. Kevin Maly, 
38 Michael Manor, Glenview, IL 60025, 

965-3349. 

W0I sell B-marck in very good condition with 
extra score sheets for abour $15.00. Also need 
ftf opponents for any AH games. David Haase, 
1815 E. McDonald, Mt, Prospect, IL 60056, 

827-7453. 

FOR SALE: Verdict II, very good condition, 
you pay $7.50 plus postage. All letters an- 
swered. Louis Bergeron, 208 W, Michigan, 

Urbana, IL61801, 367-7166. 

FOR SALE: Factory condition 1914 and/or 
Guad. Will accept Fust offer(s) of $15.00 or 
more. Send no money. Steve Parker, 8337 Burn 

Ct„ Indianapolis, IN 46217, 881-5970. 

FOR SALE: Civil War ($26) postage included, 
store condition first reply gets. David Bottger, 
149 W. Catalpa Dr., Mishawaka, IN 46544, 

(219) 255-1860, 

FOR SALE: B-marck, 1914, Guad. All in store 
bought condition. You pay postage. Need ftf 
players!!, Tim Hyland, 301 N. Center, Zearing, 
1A 50278, (515) 487-2181. 

Need ftf players in nearby Louisville area. Also 
first edition Ch-ville for sale - mint condition. 
1 pay postage. Vance Van Borries, 5122 Dun- 
vegan Rd„ Louisville, KY 40222, 425-1277. 
U-B for sale for highest price. Mai] price to me 
or call. Game in good condition. Loren L. 
Robinson, Jr., 31 1 Holiday Park, Louisville, KY 

40219,(502)968-0916, 

Will sell good Civil War for S26. I pay postage. 
All mail answered. Al Cumer, P.O. Box 14, 

Minium, ME 04659, (207) 526-2585. 

For Sale: Guad. Pbm 'Grad or AK. Good to 



expert player, Fred Cockey, 302 Wyndhurst 

Ave., Baltimore, MP 21210,433-3647, 

Will sell 1914 in exc. condition or trade for U-B 
or Guad in good condition. Will pbm Diplo- 
macy, Chess, 1GB where are you? Please write: 
Steven Meckel, 30! Harview Ave., Baltimore, 

MP 21 234, 444-2673. 

For Sale: Verdict C&O/B&O. All for $10.00. 
Contains all pieces. Fair to good condition, 
Scott Glasser, Velvet Valley Way, Owings Milis, 

MP 21 117, 363-6360. 

90 metal GHQ Micro Armor as seen in June 
General for use in PAN, or???? Unpnted, highly 
detailed, good cond. Worth $40. Sell for $20. 
59 Panforth, Rerwbolh, MA 02769, 252-3895. 
For Sale 1914 $8.00, will pbm average or 
expert players. AK. 'Grad, PAN, will ftf on 
south shore any adult players, al! letters an- 
swered. Clint Matthews, 493 Morton St., 

Stoaghton, MA 02072, 344-9560. 

Will sell U-B for $7.00. In very good cond. Will 
pay postage. Paul L Klarquist, 326 Haynes, 

Cadillac, Ml 49601, (616) 775-9340. 

For sale: Brand new U-B and Bismarck $15.00 
each. CO/BO $12.00. Ftf in over 80 war games. 
Richard K. Champion, 24634 Annapolis, Dear- 

born Hgts., MI 481 25. 565-001 9. 

For Sale: 1914, $30.00. Good condition. Peter 
Strand, 714 N. Lowell St., Ironwood, Ml 

49938. 

Guad, new never used, mint condition. For Sale 
for $21.00. William Niebling, 707 Whittier Ct„ 

Saline, MI 481 76. 

Will sell Guad, perfect condition, never been 
used. Counters still in card. Also will sell 1914 
excellant condition. Send offer for game & 
postage. Rick Peterson, 141 Nynas Rd., Esko, 

MN 55733,(218)8794888. 

For sale; orig. edition of DD ($25) Ch-ville 
($30), Guad ($20), Management ($25). TAC 
($25). All in very good condition + extra pads. 
Philip Gibbs, 122 Maryland Ave., Palmyra, NJ 

08065, (609) 829-8407. 

1914 for sale. 1 have 5 new, never opened 
games. I will take $18.00 each. (I pay postage) 
for these collectors items. Gregory Rubin, 806 
N. Aurora St., Ithaca, NV 14850, 273-6569. 
For Sale: All good Verdict II $25. Lemans $20, 
Guad $15, Bismarck $30. Send check. I pay 
postage. R. H. Knockenauer, 131-11 Kein Gds. 
Rd. KewGds.NY ] 1418, (21 2) S26-3255. 
Brand new, untouched Guad. game goes to the 
highest bidder. Counters unpunched, not a 
sheet used or the pad. True collectors item. 
Reply guaranteed. Bud Ferguson, 20 Fairview 
Rd., West, Massapequa, NY 11758, (212) 

541-0167. 

For Sale: Civil War, Hex-Gett., Guad, 1914. All 
V-good-excellanl condition. C.O.D, You pay 
postage, Barry Kass, 4 Euclid Ave., Middle- 

town, NY 10940, (914) 342-3269. 

SELL: U-B and Guad in new store condition, 
Guad, Good (minus 5) counters. WANT: C&O/ 
B&O, Dispatcher, B-marck. Joe CuUen, 104 
East 4th St., Apt. A New York, NY 10003, 

(212)777-8924. 

SALE: Dispatcher, U-B, mint condition, never 
opened. Bought for re-sale. Mike Hetzel, 1245 
Ewettholmwood Rd., Orchard Pk., NY 14127, 

662-9138. 

Must Sell! B-marck and some old Generals (Vol, 
1-3). Make offer for part or all. Keith W. 
Oschman, 5 Pleasant Way, Penfield, NY 14526, 

5864896. 

Fur Sale: Mint Guad. Minimum Bids $8.00. 
Dana Brussiz, 1 8 Sunnyside Blvd., Plainview, 

NY 11803, 938-2172. 

For Sale @ $25. each. Guad, 1914, boxes 
slightly shabby, but games in mint cond. All 
units still on cards, Mobilization/Reduction 
pads complete, Tim Young, 2173 Center Rd., 

Clinton, OH 44216, (216} 882-6164. 

Have first edition Gett. will sell - in good 
condition. Mark LuScombe, 1960 Merle Rd„ 

Salem, OH 44460, (2)6)337-7930. 

Bismarck in mint cond. for sale! Want $16., but 
will take more. Need ftf enemies. Who is buying 
all the games from Weller's hobby shop? Clay 
Davidson, 7349 Grayson Dr., Springfield, OH 

45502,964-8305. 

General back issues; Vol. 3, No. 2, through Vol. 
6, No. 4, and Vol. 7, No. 5. Sold as a set only, 
Dick Trtek, 215 SE 24 th Ave., HUlsboro, OR 

97123,648-2207. 

Will sell Guad to highest bidder. Excellent 
condition. Charles Moody, 115 Roslyn Ave., 
Glenside, PA 19038, TU4-3343. 



Selling 1914, Guad, mint condition $10. 
Pbm-ftf AK, Wat., Luft, Krieg, RW, Mid, Want 
info on Mid pbm and miniatures. Charles 
Brackney, 515 Sherman, Sturgis, SD 57785, 

(605) 347-5804, 

FOR SALE: U-B in vg condition. $6.40, Will 
pay postage. Anyone for pbm chess? Jon 
Thatcher, 1012 Battery Ln., Nashville, TN 

37220. 

Guad. for sale, Excellent condition played 
twice. $10. min. bid. Anyone in C.S. area want 
to play ftf wargames. Robert Gougler, 707 Lee, 

College Station, TX 77840, 846-7682. 

For Sale: 1914 - $25.00. New and unused. 
John E. Trice, 7525 Laurie Dr., Fort Worth, TX 

761 12,451-7227, 

1914 1914; 4 1914's for sale at $20 apiece. 
Brand new, never been opened. Will send COD 
if you prefer. Indicate in letter, Ross Callender, 
2601 Esther, Pasadena, TX 77502, 477-1606. 
For sale or trade, Guad and 1914. Both used 
twice. Looking for Civil War, U-B and others. 
Interested in pbm Gett. (hex) & Krieg. Harley 
M. Fletcher, P.O. Box 138, Hardwick, VT 

05843. 

Wanted pbm Gett. Square or Krieg. For Sale 
1914 used twice. Harley M. Fletcher, 4 l A Sibley 
Ave., Mcntpelior, VT. 

Wish to sell Gett., '59, C-ville, Civil War. 
Dispatcher, Management, Air Empire - good 
condition except some boxes missing. George 
Lyon, 6200 Hanover Ave., Springfield, VA 

22150,(708)451-8276. 

Never played Guad will sell. Steven Moody, 
Hazel, Belmont, WI 53510, (608) 762-5500. 



321-703 3. 



BUYING 



Wanted! U-Boat, Guad., in good-excellent con- 
dition. Will take lowest offer. Ftf, pbm Luft, 
PAN, and FR '40. (Youi kits). All letters 
answered. Matt Heyer, 601 W. Thuiber, Tulson, 

AZ 85705, 887-3838. 

Want to buy Vol. 9 No.'s 1 & 3 of General for 
$1.25 each. All pages must be intact. No 
photostats. First come first served. WiOiam 
Rom, 1953 Dwight Ave,, Camarillo, CA 93010, 

482-5539. 

Will buy, sell, trade. Design pbm or ftf game, Jr. 
high age, call after 5 or write, Duffy Wiesen- 
hahn, 366 J Avenue, Coronado, CA 92118, 

435-0328. 

Must have, Bismarck, U-Boat. Will pay any 
reasonable price, Ftf any avg, player in Kent 
Cal. area. (Can't travel too far). Most AH or will 
learn. Jim Edgar, 10 Buckeye Way, Kentfield, 

CA 94904,461-5107. 

Need Guad, ChancellorsviOe. Please state con- 
dition and price including postage. Will pay fair 
price. Will answer all. Tony Parker, 12637 Biola 

Ave., U Mirada, CA 90638, 941-6837. 

Will pay top dollar for Lemans. Hurry. Am 
Desperate. Alan Emrich, 2922 Angler Lane, Los 

Anlern, CA 90700, 5964015. 

Want ftf opponents for Blitz, RW, I 776, Mid. 
All for tournament, full optionals. Also will 
play campaign 1776 with optionals. Want to 
buy Bismarck. Adam Adkins, 2730-DW. 235, 

Torrance, CA 90505, (213) 325-7606. 

Urgently need U-Boat. Please send offer - am 
willing to pay a fair price for cond. Contact me 
for new club in area. Steven Mizuno, 2326 W. 
236th PI., Torrance, CA 90501 , 325-6568. 
Wanted: The GENERAL, Vol. 10, No. 4 must 
be in good condition. Those with intact Reader 
Response page will have preference. Will take 
lowest bid to $3.00. Steven Petrin, 5076 
Campo Rd., Woodland Hills, CA 91364, 

347-1897. 

Wish to buy B-marck, U-Boat. Geoff Popovits, 
1056 3rd St., Brandon, Manitobaz, Canada 

R7A-3E5, 728-2705. 

WANTED: LeMans. Take lowest bid. include 
postage in bid. Martin W. Spetz, 161 W. 
Overbrook St., Largo, FL 33S40, 584-1496. 
Wanted dispatcher game, will pay fair offer, 
Russell E. MacGregor, 209 E. Buchanan Ave., 

Orlando, FL 32809, (305) 859-3597. 

Would like to buy Guad, 1914, U-B, Bismarck, 
Civil War. Want fhem desperately. Chris Godel- 
las, 4N480 Park, Box 442, Bensenville, IL 

60106,766-0382. , 

Urgently wanted! All out of print AH games! 
Price no object. Douglas Austin Nowokunski, 
1010 N. LaSalle St., Chicago, [L 606 10. 
I would be interested in buying any old or our 
of print games for reasonable price. Ron 
Glumb, 1 !4-68th St., Darien, IL 60559, (312> 



Anyone have any old games to sell? I would 
like to purchase U-B for $12.00, Bismarck for 
$13.00. David Dietrich, 978 Spruce St., 

Winnetka, IL 60093, 446-5357, 

Want U-Boat good condition, money is no 
object postage paid, Howard C. Stauffer, Jr., 
1766 Azalea Place, Mt. Prospect, IL 601156. 
Need to buy Bismarck. Will pay up to $1 1.00. 
Also a low priced 1914. Steve Gaal, 1602 
Audubon Dr., Columbus, IN 47201, (212) 

372-2916. 

Must get U-B, Guad, Bismarck. Will buy old 
Generals. Will pbm Chess, Diplomacy. Will sell 
or trade most other games. Steve Meckel, 3010 
Harview Ave,, Baltimore, MP 21234, 444-2623. 
Will trade any game I have. For a U-B,M-Meni, 
or C&O/B&O game. Write for list, I pay 
postage. Stan Hooker, 7105 45th St., Chevy 

Chase, MP 20015, (301) 652-0007. 

WANTED: Complete, good condition, B-marck, 
U-B, Verdict II, C40/BS.0. Will pay first 
reasonable price. Novice, 27, desires pbm Grad;, 
BB and Wat. opponents. Roger Eastep, 17607 

Horizon Pl„ Derwood, MP 20855, 

Would like to trade excellent 1914 for com- 
plete B-marck. Also pbm opponent and method 
for Mid. John Doyon, 17 Lake St., Abington, 

MA 02351, 871-0757. 

Trade 1914 for Guad, All letters answered. 
Joseph Caggiano, 94 Dalton Rd., Concord, MA 

01742,369-6220. 

Wanted Guad, and IUT. Money is a problem 
but can manage. Any conditions fine just as 
long as all pieces are there. Matthew Schaut, 30 
Louise, Highland Park, MI 48203, 869-3919. 
Will buy or trade to get 19)4 or Guad, Want 
average player for pbm AK or PAN. David 
Barber, 640 Second St., Goirport, MS 39501. 

(601) 863-7124. 

Wanted: Trafalgar. Also, back issues of the 
General: VoL 1, Nos. 1, 2, 3, 4; Vol. 3, No. 1! 
Vol. 4, Nos. 3, 4; Vol. 5, No. 1; Vol. 6, Nos. 5, 
6. High prices paid for good condition complete! 
copies. Robert Larson 8010 Joseph St., Omaha.. 

NB 68124, (402)391-3639. 

Will buy any out of print and/or old AH games 
such as U-B, Hex-style Gett., etc. James 
Loprest, 1204 Hartwick, Binghamton, NY 

13903, (607)7244)613. 

Will pay $16.00 fat Guad, Must be complete." 
Curtis S. Cook, Route 2, Carthage, NY 13619, 

(315)493-1750. 

Will pay $25.00 for perfect Chanc. map hoard. 
Pbm AK, 'Grad, DD, BB, Krieg. Will buy any 
hex Gett. countet you have, even if one. John 
D'Addario, 35 Greenbush St., Cortland, NY 

13045,(607)753-0614. 

Willing to trade B-marck, 1914 for complete 
JUT. Eric Theriault, 1 10 Draper La., Dobbs 

Ferry, NY 10522, 

HELP! Looking to rebuild game stock. Wiling 
to pay for good copy of B-marck. Need that 
game. Any Spartan or other wargame clubs in 
NY? Ted Fazio. 42-09 Ithaca St., Elmhurst, NY 

11373. ^ 

Will pbm any in-print war game. Want back 
issues of war game magazines to xerox. Want 
out of print war games. William A. Clumm, 

Entwood RR I, Amesville, OH 4571 1. 

Must have Guad. and U-B. If game is complete 
and in good condition, will pay any reasonable 
sum or trade multitude of games. Please Write: 
Mark Calverr, 2535 McVcy Blvd., W., Worthing- 

ton, OH 43085, (614) 889-1652. 

Wanted B-marck, Guad., U-B. Will pay rair 
price. Also pbm opponent for TAC. Buy half 
your kit. Andrew Reibman, West Blvd., Laurin- 

berg, NC 28352,276-5148. 

Wish to buy 1914, B-marck. Maybe others. Any 
ftf in area? Have Krieg. Blitz, Mid, DD, 'Grad, 
Gett. Will learn others. Leslie Howard, 803 
Desmond St., Athens, PA 18810, (717) 

888-7059. 

Will trade 1:1200 scale metal WWII ships for 
AH games. Also need pbm opponents AK 
Blitz, BB TAC, ORIG, Cuad. Steven Hudson' 
213 Avalon, Victoria, TX 77901 (512) 

575-8311. 

WANTED-Ftr for 1776, Gett, Luft, Blitz, 
PAN! Would like to buy Civil War, Ch-ville. Will 
pay $30.00 each. Peter Formaini, 928 Park 

Ave., Richmond, VA 23284, 355-9458. 

Desperate! Will buy U-B in perfect or near 
perfect cond. You name the price. Will ftf Luft. 
Mid. Thomas Zyzak, 31260 27th Ave., SW, 
Federal Way, WA 98002, 838-1 830. 



